THE FUTURE OF SATURN - EXCLUSIVELY REVEALED! 





know the score 



Taking LSD, can 
make you panic and even 
lead to a permanent 
change of personality. 



The effects of an LSD. trip can 

last for up to 12 hours and 
that's going to make it difficult 
avoiding your parents. It 
could also be a complete nightmare 
if it's a bad trip* Once the trip 
has started, it can't be stopped. 




Taking LSD, could make 
you feel sick and throw up/ 
This can be really frightening 
when you're tripping. 



You can get flashbacks. 

These can happen 
at any time, and even if 

the original trip was 
XK* the flashback could 
be a nightmare. 
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iformation about drugs or just a talk, give us a can free and in total 



WIN OUR 
COVER GIRLS! 

(Sort ofU%) 



A VERITABLE AM ANNEX 
FULL OF PRIZES! 



LOADS OF 
TOP GEAR! 
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Yes, just too late far Christmas. Sega has stumped 
up loads of exclusive merchandise for us to give 
away. Most of the prizes have a distinctly AM2 
flavour an d there are so many of them that we've 
had to split them up into four separate 'bundles 1 , By 
answering a simple question, you can enter for any 
of the four prize collections. Send your entry on a 
postcard or sealed down envelope, indicating which 
prizes you want to enter for to: Bundles of Joy, 
Mean Machines Sega* Priory Court* 30-31 
Farringdon Lane, London. EOR 3AU. So without fur 
ther ado, the four sets of prizes are as follows... 



BUNDLE A: "TOYS" 

One Japanese Virtua Fighter or Fighting Vipers toy picked at random 
from the lovely ladies featured on the cover, a copy of the 
superlative Virtua Cop 2 and a copy of the top notch Daytona 
USA CCE, In addition to this, five runners up will each win a 
copy of Daytona USA CCE. 

BUNDLE B: "TAT" 

A vlrtua Fighter comic, a Virtua Fighter jigsaw, a French 
(?!) copy of DMgonball 2 for the Saturn (possibly the only 
one in the country) and a copy Of the original Sonic game 
on the Megadrrve signed by its creator Yuji Naka. 





BUNDLE C: 
"STRICTLY PC" 

Five Sega PC titles to give away including 
Daytona USA, Virtua Cop. vlrtua Fighter, BUG! 

and Baku Baku 
Animal. The lucky win- 
ner will walk away 
with all five games. 



BUNDLE D: 
"CLOBBER" 

There's an exclusive Virtua Cop 2 
bomber jacket up for grabs plus 2 
Vlrtua Fighter T-shirts and a stylish blue 
Sunk. Team record bag. And, as if that 
wasn't enough, well chuck in a copy of 
Vlrtua Cop 2 as well. Huzzah! 



CO 
ft 



ft) 



FINE PRINT! 

H) The closing date for entries is 29th January 1997. 

2) The competition is not open to employees of EMAP 
Images Ltd. or Sega Enterprises or their families- 

3) The Editor's decision s final. 

4) Winners will be picked from the correct entries only. 




CONTENTS 



You might have taken ir easy over Christmas but 
we've been looking ahead to '97, bringing you 
more game options than you could possibly 
afford. Copious amounts of review text too, the 
Good, the Bad and the Ugly, as ever. 




Now THIS is how to product a decent, 
game from a movie license. Stick to the 
plot but don't Let it get in the way of 
some bloody good fun. 



We can't believe it's taken Seja 18 
months to bring Sonic to Saturn, Just 
take a look at how pretty Chaos Emeralds 
can be when Yuji Naka does them. 



After all that 'Spring '97 s nonsense, we 
gef a hot-off -the -press copy of Soviet 
Strike. Better dead than red, we say, and 
the sooner the better. 



c 



FEATURE 




list of confirmed titles is spread out over seven seasonal pages. 




SUPER PUZZLE 
FIGHTER 2 TURBO 

CITY OF ANGELS 

SPOT GOES TO 
HOLLYWOOD 

SOVIET STRIKE 



SUPERCAR 
WAKU WAKU 7 
COBRA 

PRINCESS CLUB; 
BIG OPERATION 



INTERACTIVE PULLOUT 
CONTINUATION Of OUR 
TOMB RAIDER AND 
EXHUMED GUIDES AND 
TIPS TO WORLDWIDE 
SOCCER '97. 



For the first time ever, we set 
you the ultimate test of Sega 
knowledge , Questions of the 
utmost obscurity: What is the 
name of the dragon In Panzer 
Dragoon? But the answers are 
printed elsewhere. 
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I Ins 111 0 11 1 h we g« w 
.pill r Mi 4 lirjns i^^^ 
an ihr higf»rsi f ^' 5 ] 
liK^pi ci for W,^ JSS 

Sarurn QWiieT^ N^SS^ 
in Hfl7. Nof just 
an rnlun<ed version ot Virtiu 
Fighter I bill rhr piorui^t- ol 
jrude tlosp or rven pf rfrif 
<onversi«ns u^mg rhe powf r 
oi flie niysiff miis new car 
iridge botiMer. Model 1' per 
1 u 1 111 ,i nt i iv ^hjf wt>e 
promised and hopefully I his 
time Sega will deliver. Any 
hones r Varum owner knows 
rhdt it s crjsmeiits more ilun 
anything eKr rhar has made 
flie barlle with PLiySunon 
mostly an uphill one. 
Graphics m i r - ihey in^y be. 
bui Sega now wanrv rhe mass 
marker of gamrsplayer*. who 
don't jusr wanr rhe inner 
beauty ol games like Fighting 
Vipers, they want skin deep 
attractiveness too. 
The most promising factor 
jtioui ihis project is rhe way 
Sega intends in sell it. 
Fackagtng rhe game with VF1 
will make it an irresistible 
buy ro MILLIONS of Sarum 
owners, and provide a healthy 
market for future rr leases 
like Supercar From there the 
possibihries are endless 
rhird parries could see a large 
enough user base to develop 
withour having ihe cost ol the 
cartridge. Bui as we know 
nothing of the hardware, we 
can only wan to see exactly 
whar its spec is. Sega has to 
grr this righr. and whereas 
Nega (D. ! A and even Saturn 
raise certain rjuesrions on 
their hardware devrlopmem. 1 
think runes have moved on. 
The AN divisions are produc 
ing rhe besr arcade hardware 
in rhe world. Sega is using its 
connecnons wirh manufacrur 
ers of P( acteleraror cards, 
and has a more focussed idra 
of what hardware is required 
ro do (the Saturn was devel 
oped lo cover all bases: ?D 
and ID). If Sega gets it right, 
we gf t games better than PSX 
or N64 at CD prices. I think 
Sega can do it. This time. 1 
really think Sega can do it. 



ITS A SCANDAL' 
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Since the beginning of Sega and Nintendo 
rivalry, the prospect everyone was most 
appalled, intrigued and enthralled by was a 
Mario game on Megadrive. or a Sonic game 
on ^upcr Nintendo, it never happened. Until 
now. But it isn't Sega or Nintendo that has 
dreamt up the abomination that is 'Somari 
tlu" AdvcTiturrV. Ihe shambling love child of 
Mario running around a grotesque parody of 
the first Sonic the Hedgehog game, This 
bizarre NES game is the work of ihe notori- 
ous Hong Kong pirates. In that incredi- 
ble capita of Capitalism, 
_ , hackers reign supreme 
mjgi and nobody bothers ro 
O/ buy legitimate g#n 

Despite being horrible, ille- 
gal, and having a high prob- 
ability al shagging your NfS 
(if you're still unfortunate to 
have a working one) Soman 
is one or the most interesting 
oddities fof us to come across 
in some time. We'll put it in 
our Black Museum, next lo the 
ikes of Dark Castle. A little bit 
of gaming hislory 



THE GIRLIE SHOW 



Following on from our adorable female fighter* cover, the team let 
you In on their deepest female a Iter -ego fantasies. 

GU 



m \ would choose to be Jane, Wain ly because I would be able to use 
all the combat trousers and T-shirts in my present wardrobe, and I 
would never have to go shopping again. |ane doesn't look the 
shopping type, I would like to be able to smear my opponents 
against Fences like Marmite, Jane-style. " 
FAVE GAAr1ES:Red Alert (PQ. Virtua Cop 2 



MATT 




Td like to be Grace, as I've yearned to be a skate dude. I also 
secretly love tigtit spiral-curl perms. People would think I was 
Sinitta and Td make a mint doing the pantomime season. It'd also 
be nice to have replacements for my Fisher Price safety skates. 
FAVE GAMES: Fighters MegamU. XMas NIGHTS, Star Wars 



JASON 






"There is no contest Candy! 1 have a Candy fixation, and IVe 
been trying lo order one of those Candy PV'C dresses, so far with- 
out success. My girly hair is long enough to put in bunches, really 
it is! ■ Candy's a tart and so am I." 
FAVE GAMES: Red Alert (PQ, Fighting Vipers, Sonic 6 

NICK 

"Sarah springs to mind, although she scares me. I wouldn't try to 
chat her up in the pub, because she'd probably get annoyed, do a 
backftip and spill glasses everywhere. Then I'd have to apologise 
and buy everyone a round. 

FAVE GAMES; Sega Rally, Tomb Raider, Quake on Saturn 



*1 would be Pai, the one everyone else has left out. Simply 
because she lives in China and there would be a plentiful supply 
of Chinese food. But then again, I'd probably express an opinion 
about the government and end up in a forced labour camp ma king 
cheap plastic action figures, isn't life a drag?" 
FAVE GAMES- Red Alert (PQ, Vlrtua Cop 2, Puzzle Fighter 2 



Norm'fl the name h 
Mn&tbte wewinge the ^ame, 
Watsh that and yGulf turn 
into a zombie! 



Thi©ll do the trick... 



Sri 
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TW\s \& what I call 
in- home entertain merit. 
There* no gems, no hpnrii 
language and no bimbo* 



Horror moviee are bad 
for your tally- they'll give J 
It nightmares! 



A 



Later that evening,.. ■ 



Now this l» what I cull 

in-home entertain merit- 



NEWS « 




For this months news we went straight to the top 
and cornered Sega UKs Director of Marketing and 
Sales. What followed was frank, informative 

exclusive, to say the least- 



TALKING WITH 





A 



ndy Mee is Sega Europe's decision maker when it comes to 
Saturn, As Director of Marketing and Sales, he is quite an 
industry figure, moving from the television side of Hitachi to 
Sega. He's renowned for plain -speaking arid his colourful descrip- 
tions of Sega's competition. He graciously took time out from the 
busiest period of the year to answer MEAN MACHINES frankly on 
Vlrtua Fighter 3, Saturn 2, the Sonic Extreme fiasco and more... 



MR BIG 



GUSs What has 
M ^^^^J I Pleased you most 
F^^fl I about 1996?- 
^^^^^■^^M ANDY MEE: I think 

hitting our budget, 
from a purely commercial point of view, as well as 
the Tact lhat people are starting lo turn round and 
say Oh yeah, Saturn Is better than PlayStation*. It's 
something we've known all along 
but found difficult to get other peo 
pie convinced of it. The major 
retailers now coming back and say 
ing 'yeah, we think it's better'. 
Other highlights include a couple 
of the software titles, like 
Worldwide Soccer, which we were 
particularly pleased with 

GUSx Oid that come as a surprise 
after the original? 
MEE; To be honest, yes. We were 
sitting here this time last year 
when it was called 
International Victory Goal 2» 
and we were thinking "oh -oh." 
And we had the Euro '96 
licence so we thought we'd 
concentrate on that, and just 
put this one out later. Then we 
saw the first playable and 
thought - Wow! Whal pleased 
us even mpre was that we 
wife able to assign a producer here to work with 
Japan, so we got Gary Bloom for the commentary etc. 
The other highlight was the Bike team*, who did real- 
ly we IL 

*Sega sponsored the 1996 Team Sega Suzuki of Nial! 
Mackenzie and |im Hoodie. Mackenzie tied on points 
with the winner of the British Bike Championship. 

GUSx After this year, how do you react to people 
who say Saturn is never going to catch up with 
PlayStation? 

MEEj I think we revise now that there will probably 
be a greater installed base of 
PlayStations. But as long as weVe gone 
ahead and met our budgets and targets 
which we have done - we said a million 
units by end of the financial year and 
we re on target — we have a viable busi- 
ness to go forward. Granted, Sony has 
sold morCp but it's spent more on adver- 
tising. Also, when we have a look at 
some of the users we've lost, Sega users 
who might have switched camps after the 
experience of 32X or Mega-CD. Nobody 
really gave us credit for at least having a 
go with these formats to try and broaden 
the games market, they unfortunately 
came at a 'boom-and-busi' period of the 



market when everyone thought that things would 
shoot up and continue to shoot up. For our sins, we 
. didn't support it as much as we should have done, 
and with that you begin to get a bit of distrust. We 
lost some of these, and you can also take account of 
some Nintendo owners who are fed up waiting for 
N64. At lot of them saw gaming as a l Sega or 
Nintendo" thing, and have gone to Sony rather than 
come to us. 



GUSi There's news that 
Saturn sales in America 
have rocketed by 500% over 





"The idea is we will have some 
form of cartridge that will slot 
into the back and allow you to 
play Virtua Fighter 3/* 

Thanksgiving with the inclusion of the three free 
game pack. Are there plans to do that here? 
MEE: That's right. They sold 300.000 pieces in a 
week. Which was an incredible phenomenon for 
them, We will have to look at the evolution of (he 
market, and it is suggested that 32 bit will follow 16 
bit; as the price point comes down you attract a 
wider audience, and I think the mass market wants 
value for money They're not just buying it for the 
hardware, WeYe looking at product packs for next 
year but I'm not going to reveal what we're going to 
dp now. You can look to some of the older titles, now 
they have 



recouped their development costs. 

GUS: Talking of the older titles, have you got any 
plans for a budget range? 
MEEj At the moment we are not planning any re- 
releases, though this year we have made some of our 
classic titles^ Rally. VFa and the original Cop; avail- 
able for retailers to do pack bundles. Maybe next 
season we're looking to da collections, two or three 
products together or where we can, combine them on 
one disc, 

GUSi Why was Sonic Extreme canned? 
MEEj It wasn't good enough, It's as simple as that 
One of the things we've learned 
since the launch of Saturn is 
that we've I ft ^orne peo pi? down 
with the quality of our titles, 
Looking back to things like 
Virtual Hydlide and Mansionbf 
Hidden Souls, there were a few 
titles that perhaps we wouldn't 
' -.avr w.ui^i:. Lxuene dicr'1 
come up to scratch, and if the 
game Isn't good enough, we 
shouldn't release rt, really 
Sonic 3D will be released on 
14th February and the conver- 
sion from M egad rive to Saturn 
has got a few nice tweaks to it 

— particularly the bonus stages 

— and that was deemed by Yuji 
Naka to dc- better than Sonic Extreme. At the end of 
the day. Naka still makes the decisions regarding 
what happens to Sonic, and he oversaw the writing 
of the bonus stages for the Saturn version, and it 

was he who said that 
Extreme wasn't good 
enough. It was even harder 
for him because it was an 
STI (Sega Technical 
Institute) project, which was 
where he was when the 
original Sonic was done. 





OUT NOW 



VIRTUA COP a 
MM 

One of the most spot -on arcade 
conversions we've seen, and a 
triumph for AM2. Buy it now. 
With (he gun, preferably, 

OVERALL 94 




GUSi But Sank 3D isn't a* innovative and does- 
n't have the character of (he early Sonic games, 
does it? 

MEEi I can understand that point of view, and 
personally, if 5 not what we would have wanted. 
You go so far down the development of a game 
believing il will be what we are all expecting, and 
when it doesn't cut it, you have to make a conti- 
gency plan. By converting Sonic 3D and adding 
extra graphics and bonus stages, was at Least 
offering Sonic on Saturn. 
We're told that the Sonic game for next season, 
September or October, which Naka is personally 
involved with, will be the Sonic game we are all 
hoping and expecting. I'm not going to sit here 
and say: "No. you've gol it all wrong, Sonic 3D*s 
what we wanted for Saturn", because it isn + t. It's a 
compromise we're not trying to cover up but it's 
still a good game. 

GUS; The Heart of Darkness deal: is it on? 
M EE; (Laughter) I don't know. I don't suppose 



M 



GUSt When I mentioned Saturn Quake to GT 
Interactive, they laughed. 
MEEi l can assure you they are definitely con- 
firmed and we have signed contracts. 

GUS: Have you seen them? 
MEE: No. 

GUS: I thought Quake might have something Ed 
do with the Netlink, as Quake has established 
itself as the foremost Internet multi-player game. 
MEEi In Europe we're very much looking at the 
Logistics behind the Netlink. I still believe we've 
got to find a way to bring 
it out. At the moment, 
it's success In America 
and Japan has been 
quite limited, due to the 
lack of software support 
And I am of the firm 
opinion — and at the 






Touring Cars will be converted 
in Japan by the team that con- 
verted Virtual On." 




anyone really does! If Heart of Darkness gets corn 
pitted it will be 
released on the 
Saturn. The original 
deal on the release 
date has passed , so 
that agreement is no 
longer as il was. We 
are in constant dis- 
cussion with Virgin over it, because at the end 
of the day it's a beautiful-looking tille. What 
fve seen funning on a Saturn is awesome, the 
problem is There's lots of fantastic -looking 
areas, but there's just not one game there yet. 
There are some very clever people producing it 
but sometimes you've just got to say "today's 
the day, boys. Get it done'. 

GUSi Are there more plans for third -party 
deals? 

MEEi Yes- WeVe had some cracking success 
this year. Tomb Raider is by far the best but 
Exhumed is also worthy of note and still, in my 
opinion, better than Doom, But Tomb Raider 
shows that not only can we negotiate third-party 
deals but by arranging a window of exclusivity, 
Saturn owners were able to play it first. And that's 
the kind of deal we've got four or five of in the pot 
for next year I can't reveal more. 



GUSt The one everyone talking about is 
Quake. 

MEEi Ah yes. Quake. Quake will appear For 
Saturn early next year, it's code release* is 
February. Bui it's a little bit difficult to get details. 
In the Quake deal there are basically three titles 
that will come to us; Quake, Duke Nukem and 
Soulstorm. 

* Code release refers to the first Finalised version 
of the game shown to Sega for approval, not retail 
release. 



moment it is my decision not lo bring IL in - 
because I can't give a full catalogue of games it's 
going to be compatible wilh. I'll go back to the 
quote I've used internally since 32X 4 don*t bring in 
a hardware peripheral until youVe got the soft- 
ware to support it\ 

At the moment in the States you're asking almost 
double on top of a Saturn for a Web browser. Now, 
white that may have some 
place in the market, it's not 
enough of a mas$- market 
product to bring it in and 
launch it properly. Until we can 
see there are X software titles 
and they're good ones, with a 
minimum of point-to-point 
gaming, we won't bring it in... 
My belief is that until there is 
some kind of established serv- 
er structure In place that we 
can make compatible with our 
consoles* it still is a bit old- 
fashioned. There stilt is basic 




or consoles being used 
to host a mult i player 
game. The delay of a Tew 
milliseconds creates 
huge problems for fast 
reaction games Like 
beat- + em-ups. 



GUSi And the UK phone system is even slower 
than the US one. 

MEEt That's right. Plus the whole concept of 
Internet gaming. It's this Holy Grail for people to 
come and present all these wonderful ideas but 
really at the moment the Internet is all these peo- 
ple running round trying to work out how they're 
going to make money out of it. Now the more peo- 
ple that Log onto it, the slower it will gel and 
therefore will not sustain the kind of gaming that 
we provide. It may sustain 300 people playing a 
war-game f or strategy game, but it will not sustain 
the sort of action gaming we do, Ifs not Just the 
case of launching a little black box — I could do 
that next week - I wanl to make sure we have 
the support for it that the consumer deserves. 

QU9t Hit alternative for multi-player gaming is 
the serial link cable. Isn't it quite disappointing 
that Sega hasn't got behind what is essentially a 
cheap way of offering multi-player gaming? We've 
heard of various projects; Magic Carpet, 
Command and Conquer. Doom; where they want- 
ed to include a linkplay option, but said there was 
no sup pert from Sega. 

MEEi Well, Doom supports the serial port. The 
guys upstairs actually worked on Ooom, and I 
think there are three or four more third-party titles 
thai will support the cable. There is a fundamental 
questson involved as well: how many of your read- 



"The Sonic game for next season*, 
which Naka is personally involved 
with, is the Sonic game we're all 
hoping for and expecting." 



latency* Involved In point-to-point gaming tech- 
nology that makes games like beat-'em-ups very 
difficult to do. 

•Latency is the Jargon term for the delay caused 
by the passing of data between the multiple PCs 



ers will take a Saturn and a television round to 
their mates house to play Link games? If there is 
enough, we will support it. It's the same commer- 
cial question it comes down to. I can get this cable 
in. package it and get it out to the retailers, What I 
wanted to do was bundle it with a game. I origi- 
nally hoped that we might be able 
^\ to do it with Doom. 



But there can't be much 
commercial risk in launching a 
cable? Surety, there are greater 
risks involved in releasing items 
like the Mission Stick and Arcade 
Racer, 

MEE; With respect. I decided not 
to release the Mission Stick here, 
and the Arcade Racer is supported 
by quite a few games and it makes 
sense if you Ye going to play dri- 
ving games. It makes 'Rally a total- 
ly different experience. The con- 
nection r_ablE? - fine! I can bring in 




H won't 
.ippeai to i i 



but if 

yon V into big robot action with 
bucket loads ol depth, you could 
do j bell uf d lol worse than ibis. 
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HADDEM NFL 97 
II 

The best 
Madden 
game tor 
years! 

Old polalo hearl himself provides 
top entertainment fur sports buMs 
dnd bl utters dlike- 
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COMMAND AND CONQUER 

virgin i man 



f his E.jme 



reSpOflSi- I * d 
ble for ihe 

most lost olfice hours this month 
■ind that's about as close lo a guar- 
a nice ot quality as you can gel. 



OVERALL 90 



f\ rouple of thousand in Japanese packaging and sell 
them through direct mail order here, 

GUSi Bui it needs games. 
MEEs Sure, (hat's the whole point, 

GUSi But surely it's a 'chicken and egg h situation? 
MEEi Sure, hut now at least the development guys 
upstairs are working with some of the third-parties, 
and when I see some more garner awiiLiblp, Til 
release it. I still want the fundamental question 



MEE: A lot of g^rnes have been developed in the 
UK, but we don't always talk about it. Sonic 3D was 
developed in the UK by a very talented group of peo- 
ple, and obviously Tomb Raider. We're in the process 
of looking tor some other UK developers, and we'll 
be Licensing in titles for next year to them. 

GUSi But are there no plans to create an in-house 
development team? 

MEE: No. At the moment there is enough talent in 
the UK particularly, and the way our new PD depart- 



"I've not gone on the record 
that often attacking PlayStation 
consumers, but a lot of them 
are just graphics tarts..*" 



answered of 'how many guys take a Saturn and tele- 
vision round to their mates house?' 

GUSi Maybe our readers could help you with that. 
MEE* Yeah, great. I'd love to hear from them* 
Somelimes ivory tower decisions are Ihe worst ones 
to make. 

*Andy Mee. (Wean Machines) Sega Europe 266 270 

Gunnersbury Avenue, Chiswick, London 

GUS: Why dorft Sega do more UK development? 




2 \2: Worldwide Soccer '97 (Sega) 

3 (1) Tomb Raider (Eidos) 

4 {-) Daytona USA CCE (Sega) 

5 {-) Command & Conquer (Virgin) 

6 {-) Aetna Golf (Gremlin) 

7 (3) Fighting Vipers (Sega) 

8 (5) NiGHTS (Sega) 
S (9) Sega Rally (Sega) 



10 (8) Destruction Derby (Psy gnosis: 

OHifi.il chart* rupyiiglil ELSPA 



ment is set up, the head producer will assign some 
of the local talent. I think an in-house team can per 
ha pi* not he so creative as when you sign up with 
partners playing off against each olher; vying for the 
business. 

GUSi What about UK developers playing off for 
conversions of Sega coin-ops? We've heard reps from 
Sega R&D have made some visits. 
MEE* Too ring Cars will be converted in Japan by the 

ttmt ••••••• team that converted Virtual 

On. Abo* AM Annexe will 
assign one of their team to 
supervise the conversion. 
Tetsuya-san was here last 
week and definitely confirmed 
that. Sky Target is still ques- 
tionable and Gunblade is also 
questionable. However, on bal- 
ance Gunblade will probn^ly 
be converted because there is 
enough that can be done to 
make it a consumer game. It's 
a great arcade game because 
youVe got a dirty great big gun 
thai gives you a lot of feed- 
back. As a console game, all 
you do is keep your finger on 
the C button. There's not 
enough enough depth in the 
game at the moment to make 
it a consumer product- But we 
rire definitely Looking at that. 
The same can be said of Sky 
Target It's not one that has 
open definitely confirmed but 
it is one we are asking for. But 
the big news is that Sega has 
confirmed we will have Virtu a 
Fighter 3. 



OFFICE CHART 

Ift hard lo believe we've had anv lime lo play 
gomes this month bul somehow both Gus and 
StWI managed it: 

1 {■) Command & Conquer: 

Red Alert (Virgin) 

2 (-} D>e Hard Trilogy (Fox) 

3 {-) Dark Saviour (Sega) 



4(1) Tomb Raider (Core) 
5 {-) Fighting Vipers (Sega) 



MACHINES 



GUS: Which is my next ques- 
tion. Will you slate whether 
this game will have some form 
of hardware upgrade? 
MEE* it will It has to have 
some form of graphics emula- 
tor. The Saturn Is close lo cre- 
ating Model 3 graphics but it 
can't do it at the moment. So 
the idea is we will have some 
Form of cartridge that will slot 
into the back and allow you to 
play virtua Fighter 3. And the 
conversions afterwards, 

GUSi So it will be a generic 
device wich works with future 
games? 

MB Yes. The way we will 
market \\ is as Virtua fighter 3. 
What we will not do is offer it 
as a peripheral separately. We 
aim 10 reduce the cost lo the 
consumer for the software ele- 
ment to make the package 





commercially viable. 

GUSi How much are 
we looking at? 
MEE; We are dmR- 

denl we can get it at 
the price of a third- 
party Nintendo 64 title. 



GUSi Around £80? 

MEEi Less than that, hopefully; 

GUS: And this upgrade will offer Model 3 perfor- 
mance? 

MEE; Yes. It will be able to reproduce Virtua Fighter 
3 and also other Model 3 titles, like Supertar hope- 
fully. 

GUSi Will you be licensing out the technology to 
third-parties? 

M£Ei That is a subject under discussion. It would 
effectively be giving them access to Model 3 technol- 
ogy- 

GUSi There are a lot 
of Internet rumours 
about Saturn 2 being 
announced before the 
end of 1996. Are Sega 
working on a new 
hardware platform. 
MEE: There will be 
no announcement, 
there is no hardware. 
Saturn has got years 
left in it, and is still 
early in its cycle in 
Britain. Of course, 
Sega is looking to the 
next generation, but 
now is not the time to 

release details of a future hardware platform. We 
have the view that in ten years time the shape of 
video game entertainment will be radically different. 

GUS: And are you confident of Sega's position here 
in the UK? 

MEE: We're a leaner and fitter operation, and from 
this base we're growing, \\\ looking a lot betler I his 
year as it did same time last year 

GUS: So you don t 

expect some sort of 
PlayStation landslide 
over Christmas? 
MEE: They're installing 
not-quile-j to 1. But Ihe 
thing I'm totally confi- 
dent about is that we're 
installing Saturns with 
gamers who know what IheyVe talking jbout. I've 
not gone on the record that often attacking 
PlaySstation consumers but a lot of them are just 
graphics tarts who see something that looks good 
without thinking they're going to play though it in a 
day and be bored with it. A lot of our consumers 
know damn well what they're going to get... Even if 
they continue to install three times as many, as long 
as we have a discerning market of gamers who want 
to be challenged, that is what we will continue to 
deliver to them. 

GUSi How many releases do you expect next year? 
MEEs We released 36 first party titles this year 
{1996) and I expect there to be much the $ame t 30- 
35, next year. Third-party titles — who knows? I 
could show you a list with a hundred -plus now. 



GUS: Andy, 
thanks for 
taking time 
out for this 
interview. 
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After last month's little fiasco (it was a late 
night okay?) here's the Rattlesnake Red 
piece we SHOULD have run. Acclaim is 
revealing that it has more than enough dry 
powder to Strike back In 1997 with these 
EXCLUSIVE first pics of Rattlesnake Red, 3 
promising new platformer from Sculptured 
Software. Rattlesnake Red appears to be 
Ihe rugged hero of the piece, set in 
Colorado desert -style canyons complete 
with critters. We saw an early demo in 

action which 
gave a clear 
impression 
of the game 
being an 
answer to 
Mario 64 on 
Saturn. Set 
In fast- mov- 




ing, open-plan 3D environments 
with complete freedom to run, 
Red must explore and climb to 
higher levels. Cool fading effects 
are used to bring in distant 
scenery. Red uses a spade to 
clout enemies and dynamite to 
move around the larger elements 
of scenery, which leads to some 
nifty polygon manipulation. 
Adding to the Mario-esque feel is 
a remote camera for manual 
positioning, as the game skips 
between into the screen sections 
and complex platform 'walls'. 
These pics are all of (he first 
level, one of five massive areas, 
including mines and river rapids. 
Acclaim is looking for Red to roll 
sometime late spring. 




Rattlesnake Red. Release: May *97, 
Publisher: Accfaim 
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AM? have revealed 
details of their latest 
Saturn game, although 
any of you expecting a 
new Virtua Cop or 3D 
beat-'envup will be 
somewhat disappoint- 
ed, Digital Dance Mix 
stars one of Japan's 
biggest pop stars. 
Mamie? Amuro, in what 

can only be described as a concert sim. Two of her nils are 
available to choreograph, and as the polygon ised personal- 
ity gyrates away on stage, the player gets to choose the 
set, change Namie's clothes and also has complete control 
over the camera "filming' the concert. The 'game' uses the 
Saturn's high resolution mode, so it should look stunning, 
but we reckon Digital Dance Mix has about a 0.005% 
chance of coming out in this counlry. 



UDGMENT 




FORCE 



These are the first exclusive pictures of 
Core's Judgment Force, a beat 'em up pro- 
ject from the two aces behind 
Thunderhawk 2. Six months of develop- 
ment has already yielded an astonishing- 
ly solid and free-moving virtual world in 
which baddies wear smart suits and rent 
expensive offices. 

We know that for a time, Sega and Core 
flirted with the idea of making this 
Streets of Rage for Saturn (such Is the 
quality of the game engine) but when that 
idea lapsed. Core had to come up with 
their own profiles for the four player char 
acters. The two playable fighters at the 
moment are Mace and Hawk. Mace is defi- 
nitely Blaze for the Nineties, a martial arts 
kicking expert with raven hair and license- 
to-kill kinky boots. Hawk is in many ways 
like SOR's Axel, and will probably Lead an 
attempt to bring padded body warmers 
back into fashion. Each character will have 
40-50 moves, perhaps including some col- 
laborative attacks to get the most out of 
the two player mode. 
Judgment Force is best described as a 
'scrolling' beat-'em-up, though the scenes 





move, more accurately, in all directions 
through a virtual world. The initial look is 
similar to Sega's Die Hard arcade game 
but whereas that only allows you to move 
in two planes. Judgment Force offers far 
greater freedom of movement and use oT 
the camera. However, elements like 
weapons to be picked up and used, 
including guns, are common to both 
games. 

in Judgment Force you will be able to 
select routes, visiting a different arrange- 
ment of the 15 Levels each time. At the 
moment, only the first of these, the tower 
block is in a playable form. Variety will be 
a key Ingredient, both in setting and 
action. Already, a battle on a submarine* k 
planned, as well as a trip into space and 
rights with helicopters, 
ludgment Force is one of the most stimu- 
lating projects for 1997 and the next set of 
details will come first to MEAN MACHINES 
for a detailed first look. 
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Digital Dance Mix* Available; 
January (Japan) Developers AM 2 
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3EGAW0RLD CHART 

The top five coin -guzzlers al Sega's premiere amuse- 
ment centre this month are: 

1 (-) VIRTUA FIGHTER 3 

2 (3) X MEN vs STREET FIGHTER 

3 (2) SEGA RALLY 

4( j SONIC FIGHTERS 
5 (5) VIRTUAL ON 




Judgment Force. 
Release: Autumn *97. 
Publisher* Core 




Se*a has finally confirmed that AM 3 's hard hitting Model 2 beat 
em-up. Last Bron*. will appear on Saturn. Although there are sim- 
ilarities between this arcade fighter and Tecmo's Dead or Alive 
(see last month's Arcadia for full details), all the character? in Last 
Bronx carry motion-blurring weapons. Each fighter therefore has a 
different reach providing plenty of variety as well as stagaerine 
multi h.t combos. AM 3 should deliver a finished version to Sega 
of Japan before the Spring B 
so don't expect a PAL 
translation until the 
Summer. 




COMPETITION! 



WIN A STAR TREK: 
CONTACT BOOK 

To lie in with the release of the eighth Star Trek film 
the Borg-packed 'First Contact', Trtan Banks has ' 
released a Making of book at a very reasonable £8.99. 
Packed with exclusive photos, interviews and profiles 
of the cast, and a look behind the scenes with (he ILM 
effects crew, the book is an indispensable guide to 
what could well be the hottest Star Trek Hick yet' We 
have five copies of the book to giw away, courtesy of 
Titan, and for a chance to win one, fust select The cor 
reel answer to this question: 

Which name was given to Captain Pkard when he was 
asuiYHlntrd by the Bnrg in the Next Generation TV 
series? 
A: Locutus 
B: Uhura 

?*™22l r enErv on a P° stc * rd 0f SMled down envelope 
tor RESISTANCE IS FUTILE! Mean Machines Sep. Priory 
Court, 30-32 Famngdon Lar^. London EC1R 3AU 

Entries must reach us no later than 29th lanuary 1007 
Warp One, Engage! 



RESISTANCE IS FUTILE 





READERS CHART 

We need your vote! Fit! in the coupon below and 
tell os exactly which games you rale this month: 

1 (2) NiGHTS (Sega) 

2 (7) Sega Rally (Sega) 

3 (3) Virtua Fighter 2 (Segal 

4 (4) Tomb Raider (Eidos) 

5 (•) Worldwide Soccer '97 

(Sega) 




! Based on the wacky comicbook. 

; created by the talented Rob 

! Schrab. Scud: The 

: Disposable Assassin is a 

! cra*y platform shoot- "em -up 
currently befng developed by 
Segasaft in the US. The plot fol 
low* I he madcap adventures of 
Scud, a unique assassin droid 
that self destmtfc upon com- 
pletion of its mission. 
Discovering [hat his life w ,n en d once he whacks his 
target. Scud decides to become a free ,j S lth ,md 
embarks on a variety of bizarre escapades. If youVe 
read the comic you'll know just how hilarious Scud 
really is. Scud: The Disposable Assassin is due on 
Saturn early In the New Year so we'll try to get our 
hands on an import copy soon. 



Scud: The Disposable 

Assassin. 
Available: 1st Qtr '97, 
Developer: Seqasoft 



In its rnlerview with Andy Mee MEAN MACHINES discovered that both AMa and 
AM Aunt* have new coir^p plans. AM 3 's plan is to recreate xibSrofUS 
W ^^MO Oria technology. This coin-op sequel wilt nave new fe ur s such 

these will affect the dynamics of the course. The other title is a complele mvsterv 
but was borne oul of di* u ssions of original ideas for future AM Soit ZZl 
of how dnving, shooting and combat games might be seen to be fo mXi'c 5? 
*** *** W<*to t Cm a pro,ec, due to be announced in the new^ro^ed 
to be rnnovafve and 'revolutionary' in design and .sing Modet } technology 





Want to know what's hot in the land o 
Ihe rising sun? The Japanese Chart 
gives you the lowdown on the top ten 
selling Saturn games in Japan: 



1 ;H Lunar Silver Star Story 

2 W The Legend of the Ogr© Battle 

3 (-) Samurai Spirits 

4 (4) LangHssar 3 

5 (3) Sakura Wars 
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Model 3, Release: 1997. Developer: 
. Sega/AM3/AM Annexe 
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HOW DID YOU SCORE? 
96 1 00 

As Oavld Coleman would say — quite remark* 
able. You obviously have no life outside Sega, as 
you ire able to recall the minutest details about 
games you don't ever own, as wrl. ^ all the 
technical stuff. You are a fountain of Sega wis 
dom. If you want to retain this awesome strike 
rate, you'd better get a subscription for next year, 

80 95 

The monicker 'expert' would not be misapplied to 
you, as the amount you know vastly outweighs 
the gaps in your knowledge. You probably 
choose your games wisely, so you have all the 
major releases and lap up every detail. We guess 
you're a loyal reader and would like you to stay 
thai way. 

60-79 

Considering the obscurity of some questions, 
your score is quite an achievement. You have a 
firm grasp of Saturn gaming, although the real 
trivia is probably with your sphere of interest. 
What you do know will allow you to make good 
buying decisions. 



40-59 

Most regular readers will probably fall into this 
category. You may not have a large games library, 
and you are only really interested in a selection 
of games. Maybe the Me gad rive is unknown terri- 
tory or the technical side is oF no interest If you 
read future issues avidly, your score could dou- 
ble next year. 

20-39 

Hmm., L bit of work required. You want to know 
more obviously you bought MEAN MACHINES. 
If people talk about MPEGs or VDPis you're at a 
bit of a loss, and the difference between AM? 
and 3 passes you by. All is not lost, you clearly 
know a bit about Sega. New Saturn owners will 
see huge improvements in their score after an 
intensive magazine reading course. 

19 OR LESS 

Only the most talked about aspects of games 
sink Into your memory, which is Okay — you're 
probably more interested in having fun rather 
than getting a degree in games studies, Vou 
might want to feel like more of an enthusiast by 
picking up some facts about the Virtua Fighters 
and Tomb Raiders on the market. 
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SHORTS 



New Year tidbits from 
the churning pot that is 
the Saturn market. 



STATESIDE SURGE 

First, the dramatic turnaround in America. Up 
until the Thanksgiving weekend in early 
December, Saturn sales had been okay but 
still trailing Sony. Sega America, under the 
new tougher direction of Shoichiro Jrimajiri 
and Ted Hoff decided to bite the bullel and 
offer the $199 console with Sega Rally 
and virtua Cop for free! The effect was dramat- 
ic and immediate — a sales increase of ^00%. 



DEATH IN VENICE 

Last month we brought you news of Tomb 
Raider 2. Not that difficult to guess, was it? 
Anyone could have gambled on that. Well this 
month we are first again with some firm 
details. The development team consists of half 
the original team and new members, mainly to 
do the characier and scenery design — Lara is 
going to look slightly different. The game 
engine will also be altered to creale exterior 
scenes and aiso enhance the fighting aspect of 
the game - other types of weapons apart 
from guns are being looked at. All the loca- 
tions will be different From the first game and 
we have two provisional settings already: 
Venice and the wreck of the Titanic! 



OMERTA CORE 

The tore of Silence is being observed by the 
Ubergr uip pen coder Toby Gard - the driving 
force behind Tomb Raider (which threatens to 
overpower every other game over Christmas). 
He is working on a new project Tor but 
won't reveal any details of it — even to Core's 
Press and Marketing dept! Oh welL genius 
musl be accommodated, 



RUSTING HULK 

Eidos is dithering over Incredible Hulk at the 
moment (though it may just be dithered out 
into the shop behind our backs). We don't 
blame Eidos's hesitation as Hulk frankly does- 
n't match Ihe standard of Core's output- 



DARKLIT 

When we went to see Rage they cheerfully told 
us about a couple of Iheir other developments 
that look quite Saturn worthy. One is a Lovely 
3D space battle game called Darklighf which 
no one else seems to be paying much atten- 
tion to. We're going to follow it up nexl month. 
The other is a game version of The War of the 
Worlds. That's the mega -selling album version 
from the late Seventies. Apparently, |eff Lynne 
is doing some new music for it. Could this be 
David Essex's first interactive advenlure? 

SCAVENGER UK 

Scavenger, the cool developer which is no 
stranger to these pages, is setting up * wo UK 
offices for game development in Liverpool and 
Londfrn, and thev* ve been advertising for ttaff. 

New York, Los Angeles h Copenhagen. 
Birkenhead... 



X 

O 

CD 

> 

s 

CO 

m 
ID 

(0 

ft 

CO 

ft) 

33 

ft) 



J) 
c 

ft 



3 

ft 



ft 
O 

(I) 
0) 

ft 
c 




GOSSIP 
SHOUTS 



TORICO N 

You may recall, regular reader, we mentioned a 
rendered adventure with a Spanish |yvist P Torino, 
a few months back, Sega struck it off the retard 
as American looked uninterested. But now a 
translation is underway, and the project is back 
on, Trouble is. Sega can't think oF a suitable 
name! We suggested Spanish Tragedy or some- 
thing. 



ATEI 

This month, we're off to the ATEI show in London 
on the 3ist-23rd January 1997. It's the biggest 
arcade show in Europe this year, and some 
ma jar coin -ops will be on show. We've been 
tipped oFF dbuut Mortal Kombat 4 [yawn), and 
Tekken 3 (huzzah!), Hopefully Supercar and 
details of Sega Rally 2 wilt be available. 



PSYGNOSIS 

Is there a deal with Psygnosis ahead? Sega 
America has been taking a close interest in them 
after the success Wipeout and Destruction 
Derby have had in pushing the PSX in North 
America. Already, Krazy Ivan and adidas Power 
Soccer are pencilled in, but Psygnosis have a 
huge catalogue of convertibles like Wipeout 
2049, Tenka, Fi and DO2. Until recently Sony 
had been trying to sell Psygnosis For £ 150m. 
Now Sony wants la hold onto the Midlands 
mega -developer but the Firm has more freedom 
to be a multi-format developer. 



PROFITS 

Sega Japan made year-on-year recurring profits 
of around JEiism, This represented growth of 
about ?j% and wa^ mnMly down (o strong 
domestic Saturn software sales, 



El DOS SELLS SILICON 

tidos. which incorporated US Gold earlier this 
year (and 'relocated' all its staff to London) has 
sold US G's development arm. Silicon Dreams 
back to its old Chairman Geoff Brown, for half a 
million quKJ. SD\ year was one they might like 
to forget, as the delay which afflicted Olympic 
Games development contributed to it bombing 
On the shelf. 
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Due for release in Japan soon, Zap! 
Snowboarding Trk promises wild 
on -piste action just like you used to 
get in Board Stupid on Channel 4+ 
It'll also be going up again the 
recent PlayStation snowboarding 
game, Cool Boarders by UEP 



Systems, as that has just been 
snapped up by Sega for a Saturn 
release. Both titles feature arcade 
style gameplay. but it would appear 
that Zap! features proper racing, 
while Cool Boarders is just you and 
a mountain, so to speak, 



ZapJ Snowboarding TWx, Publisher: Pony 
Canyon. Available: Spring *97 



WiiVJAL m 



Considering there are 
over 2000 different 
types of Gundam model 
kits available in japan, 
it was somewhat 
inevitable that Virtual 
On kits would appear. And here they are! Ctosely 
resembling the characters from the game, the kits do 
however need quite a bit of work to make them look 
as good as these pictures. Retailing at ¥9800 (about 
60 quid!}, they are a bit of a far cry from those Airfix 
Spitfires covered in superglue we all had as kids. 



Virtual On model kits. 
Available: Now (Japan) 



VARP DELIVERY 
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Warp's second game, the 
Saturn -exclusive Enemy Zero 
was released in Japan just 
before Christmas. However, for 
people with more money than 
sense,, an Eo Special Box set 
was (briefly) available. Costing 
a cool ¥200,000 {appro*. 
£1250!) and limited to just 
twenty copies, the 45cm 
square wooden box contained 
the game, a replica of the gun 
featured in the game, a 1/20 
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scale model of the game's enemies and one 
of the uniforms made for the unveiling of 
the game at the recent PS Expo plus twenty 
unique and secret 'premium' goods. For that 
extra touch of exclusivity, the boxes were 
personally delivered to the lucky customers' 
homes by Warp President and creator of Eo. 
Kenji Eno! No really, they were. 



Enemy Zero Special Box. Not available 
(even in Japan) Developer: Warp 
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Taking the prize for most stupid game title 
ever, Golkenmuyo (which translates as "No 
need for an opinion!*}: Anarchy in the Nippon is 
worthy of a mention because some of Japan's 
top Virtua Fighter 
players are hav- 
ing a hand in the 
game's develop- 
ment. It's due 
towards the end 
of April. 




OY, MEAN MACHINES! WADDYA 
THINK OF MY CHART THEN? 

MY TOP THREE SATURN GAMES ARE: 

TM GAGGING TO GET MY MITTS ON: 

I RECKON THE MOST POPULAR GAME WILL BE: 

NAME: 

AOORESS: 

Send 10: R«ad*ri Chart, MEAN MACHINES 
SEGA, EMAP Images Ltd, Priory Court, 30-53 
Farrlngdon Lone, London EC I R 3Au. 



SALES CHART: 
MEGADRIVE 
The lop rive best selling 
Megadrive game? this 
month js compiled t)f Chart 
lur k 

1 (-> FIFA '97 EA.i 

2 M Sonic 3D {Sega) 

3 1 1 i Premier Manager '97 {Sega) 

4 1 2) Toy Story (Sega) 

5 (4) Desert Strike (EA) 




Goikenmuyot Anarchy in 
the Nippon- Available: April 
^Japen) Pewloperi Media muse^ 



we think modern gamesplayers 
have had it 




■■■Iflttit high s c o r t s 

Mean Machines Sega 

90% 
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Five of the toughest arcade challenges of all-time blast their 
way onto Mega Drive and Super NES to test the mettle of a 
whole new generation of gamesplayers. 
Just how good are you? 

irrwniriuft, MIDWAY 

HB^HIH^HHH -i^^^^^^^— > ^^^^^^^ ^ 

\mnm\ \mmm*\ | |jQUSt [ y. | 

T»HO International Ltd, 4 The Parade, Epsom, Surrey KT18 SDH 

* mi T*rtO toUmililll m Detent 1 WO, 19% Cfct^ftfer l|Q im JoufllC IW, l«€ flotation: WHO UK, »9% UttPt 15H. 1 J» WiElUlTC EtettrOMCl GifTKi Int. All H*ghE UtttfVttl 
Defender, Jouit Robot™: 20S4 and Similar art wgutered trademark* of lAMlwm Elect rornci Game* Mt MiefAjy q 4 ugHttftd |r«Jtmarfc. of Mifrydy Garnet Im U«d by ptfm*tt*Ofl 
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COVER STORY 




AM?'s last big 
game of the year 
is a beat em up 
extravaganza! 




Yu Suzuki and the AH? team have 
atwavs been die jewel in Sega s crown con- 
stantly surprising both their peers and gamers 
alike with product after ground-breaking prod- 
uct. The recent Sega Japan Power Up seminar 
was ret another opportunity for the award win- 
ning development team to delight and astound the video gaming 
world with the last minute announcement that ?lst December 1996 would 
see the release of Fighters Mega mix on Saturn. 

The fact that AMa had managed to keep a major console game under wraps without any press coverage was incredible 
enough but the oews that this forthcoming Saturn game would be a combination of their two roost popular arcade 
beat- 'em up titles was unprecedented. The idea of Virtua Fighters Vs Fighting Vipers was then touted as Sega's and 
AMa's Last major release of the year with development time now being spent on the Saturn version of Virtua Fighter 3. 
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Abov*] Jon* ihoftafi Grot* i ormour 
wltti Dnia powerful punch. Evtff 
Virtue Fighttfi can p*rform Armour 
Brokers in Frqhters Mecjamix? 





WHAT 5 IN THE BOX? 



The revelation that Fighters Megamix would merge both 
classic combat coin ops was enough to Start tongues 
wagging and confused postings started to appear on the 
Inlernet over night. Would the characters have new 
moves? would Fighters Me ga mix run In the Saturn's high 
resolution mode as indeed Virtua Fighter 2 did? Would 
the bosses be selectable? Could Sega milk their licenses 
any further (only joking guys!)? Further confirmations 
were soon forthcoming courtesy of AJUi's Web Site, 
Fighters Megamix would feature a total of 22 selectable 
characters as well as 10 hidden fighters based on exist- 
ing AM 2 products. However, fans of both games Still 
have a million and one questions regarding the beat- 
'em-up event of the year io MEAN MACHINES went 
straight to Sega UK in an attempt to root out some con- 
crete facts, play the only version of the game in the 
country and find out just who those mystery fighters 
really are. Here's what we uncovered: 



JONE PLAYER MODE) 

The standard one-player mode remains basically as it 
was m both Virtua Fighter 2, Fighting Vipers and 
almost every single combat game ever created. 
However, there are also exclusive gameplay additions 
which AM 2 feel will significantly enhance this already 
amazing beat-'em-up experience. Players first choose 
their characters from a whopping selection of 22 
fighters (of course there are also secret characters to 
play with bul more of that on page 21) and are then 
required to select a path to travel. So far there are 
eighi separate routes to choose from including 
Novice, Virtua Fighters, Fighting Vipers and Girls, to 
name just a few. So + for example, If you opt for the 
Girls route you'll only tackle femme Stales of both 
titles before facing a mysterious bonus character as 
indicaled by the question mark. 
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SURVIVAL MODE ) 

Many beat-'em-ups have included 
Survival Modes (including the Saturn 
version of Street Fighter Zero 2) and so 
it's really no surprise 10 discover that 
AM? have included this feature in 
Fighters Mega mix. This is strictly a one 
player mode with a single fighter 
attempting to defeat as many oppo- 
nents as possible within a set number of 
rounds and a strict time limit. You can 
set the time limil 1o either 3, 7 or a gru- 
elling 15 minutes. As you tackle each 
fighter in swift succession your energy 
bar begins to be drained. The life bar is 
not refilled for each round and you'll 
begin each Fight with a reduced energy 
level, Once it's empty it's game over and 
the number of wins you've obtained is 
proudly displayed. This section offers 
players a real challenge. 



TQAiNtNC MODi 



The Fighting Vipers Training 
Mode was so popular with both 
novice players and experienced 
masters that AM 2 have also 
included it in Fighters Megamix. 
This practice session takes place 
in the same enclosed boxing ring 
although this time there's the 
game's logo on the floor and you 
test oul your attacks on a bub- 
ble constructed character which 
seems to have been based on 
the Fighters in the appalling 



Me gad rive game. Ballz! 
Pressing Start brings up a 
List of your characters 
moves which are then per 
formed by the CPU. Players 
need to watch the motions and 
follow the on-screen directions 
before attempting it themselves. 
As each move is correctly per- 
formed an *OK!" message flash- 
es up, indicating that you've sue 
cessfully mastered that particu- 
lar attack. In FV 1 performing all 
the moves for three fighters 
opened up a secret Qig Head 
Mode. Hmm.. 
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(NEW COSTUMES! ) 

Sega has even included updated cos- 
tumes for some characters just for a bit 
of a laugh. We caught a glimpse of Candy 
(Honey in Japan) sporting a rather smart 
new canary yellow variation of her 
famous PVC costume as well as a school- 
girl outfit complete with backpack and 
stripy red and white leggings! The Virtua 



Fighters have also undergone slight 
graphical overhauls with their outfits 
looking even more spectacular than ever. 
'Vipers buss Mahler has received a major 
cosmetic refitting with his trademark 
King Cobra outfit being replaced with a 
new trenchcoated look resulting in him 
bearing more than a passing resem- 
blance to Cervantes, the scary pirate 
boss from Namco's Soul Edge. We'll bring 
you a nit picker's guide next month, 




We'll let you into a 
little secret here: 
we've discovered a 

whopping 3 j stages m 
Lurking within Fighters Ml 
rVlegamix! There are actually ^ 
sepa rate bac kgro y nds for eae h Afl 

individual character 

(inc I ud i ng t he h id den "^^^ 

fighters] as well as the r — 
boxing ring from the Training Mode. It's 
possible there may be other ultra -secret 
Stages locked within the game as well 
but only time and a full review copy will 
reveal them. 

If you were wondering whether Fighters 
Megamix was going to include VF stages 
or 'Vipers walls and cages, the good 
news is they're both included. Sort of. 
AM2 have decided to include all the 
backdrops from Virtua Fighter 1 and 2 
although Ring Outs are now a thing of 
the past. In fact throw your opponent on 
Jeffry's beach stage, for instance, and 
they'll just keep running until you're 
both facing each other on opposite 
sides of the screen! 
Every "Vipers stage has been ported 
over relatively intacl with walls, cages 
and fences just waiting to be used for 
cool combos, Minor alterations Include 
an aeroplane taking off (dangerously 
low!) over Raxel's stage, some levels 
being altered in overall size and Picky 1 * 
UFO Diner background now taki ?, :> i < 
during the daytime, Watching a Virtua 
Fighter character smashing a "Vipers 
fighter through a solid concrete wall is 
truly a sight to be seenf 
Before a match starts players can actu- 
ally select the type of stage they wish to 
fight on by highlighting "With Wall*. 
-Random" or "Without Wall". 




£ SCAPE BUTTON 



We've included this gratu- 
itous scree nshot of the Key 
Config. screen as it high- 
lights a major button addi- 
tion swiped from Virtua 
Fighter 3, The top Left and 
Right shoulder buttons are 
utilised for performing a side-step motion which is best 
employed to dodge incoming attacks, Running opponents will be 
completely fooled as I hey dash in and you nip out of the way at 
the last minute. Yu Suzuki included Ihe Escape Button in VF3 to 
aid defensive players. In fact over-aggressive opponents can 
now be hastily avoided without players having to suffer an 
unending series of multi-hit combos. Combined with other 

k standard moves the Escape button adds yet another layer of 
strategy to Fighters Megamix,, 




C NEW MOVES! ) 

Although our time spent with Fighters 
Megamix was both short and exhila- 
rating, we were fortunate to witness 
some of the new moves that AM? has 
implemented from » 
Virtua Fighter 3 _Xk A 
Yu Suzuki's latest jtfk jfi 
a rcade beal b em ^WF*"^^^ 
up Fs an undeni- . 
able worldwide I ^ .Jj 1 

smash hit and VBH 
Saturn owners ML Wk V^r 
are already suf- m W\ 




f 



OVERY MOVES 



ft 



, II MIC I 

I a ; ML 
1 Aflk i ] i 



fering sleepless nights in anticipation^ 

of its console release. Keen to offerer 
fans of the series a taster of this forth- 
coming combat classic, Sega decided 
to include a few new attacks for the 
existing Virtua Fighter characters, So 
far weVe seen some amazing grapples 
from Wolf where he sneaks behind his 

opponent, grabs them, then is 
' capable of performing a number of 
throws or holds. Pai seems to have 
inherited a few of graceful Aoi's 
moves including a flip kick and a 
number of spectacular throws. 
Fi ght i ng Vipe-rs characters have 
also received new moves. 



Fighting Vipers introduced players to the con- 
cept 0 f Recovery Moves' , addi ng yet JML 
another tactic to AMa's list > 
up breakthrough's. These Recovery 
Moves are back in Fighters Megamix 
although now every character can perform this 
mid ,n mo-;r enabling players to land on their feet 
if knocked into the air. This feature also enables 
players to avoid being used as a floating punchbag 
and gives them che opportunity to leap back into the 
thkk of things once their feet tough the ground. You'll 
instantly know when a Recovery Wove has been suc- 
cessfully performed as your fighter will flash green for a 
split second Ihen spin round in mid-air ready to land on 
Terra Firma in one piece. 





ARMOUR BREAKERS 



We've noticed worried comments on 
the Internet in the past month from 
fighting game fans worried that 
Fighters Megamix would introduce 
the Virtua Fighter characters in new 
armour- based costumes. Well, we Ye 
happy to say this hasn't been the 
case and all your favourite fighters 
appear clothed as they were in VFz, However, Akira and 
his pals can now all perform Armour Breaker moves on 
the Fighting Vipers characters! Vep T those Vipers aren't 
so tough without their fancy padded costumes, Pull-off 
an Armour Breaker and youVe treated to an impressive 
multiple angle replay of the costume being shattered. 
Use this attack on a player with very little energy left 
and they'll be smashed straight through the surrounding 
wall or fence depending on which stage youVe selected 
Virtua Fighter characters attempting Armour Breaker 
moves on each other will only succeed in draining a por 
tion of their opponent^ energy. 
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CHARACTERS 



By combining the character rosters of 
hoth Virtuo Fighter z and Fighting 
Vipers plus a host of secret character*. 
Fighters Megamix boasts one of the 
largest collection of beat'em-up 
brawlers in any one-on-one combat 
game, In fact Tekken 2 only has a paltry 
25 Fighters to choose from (the 
PlayStation version of Mortal Horn bat 
Trilogy is still the winner though as it 
features a whopping 37 digitised 
dudes!). The strange thing is, 
although bosses Dura I, B. M and 
Mahler are all selectable (as well as 
that floating furry fury, Kumachan) 
there's no sign of Pepsiman. is he yet 
another undiscovered secret character 
or did Sega simply decide to leave 
him out of this compilation due to 
international licensing problems? 





Sex: Male 
Hobby: Kung-F 
Height: • 
Weight: 79kg 
Blood Type; 0 
Date of Birth: 23/9/68 
Country: Japan 
Fighting Style: Hakkyoku K< 



Sex: female 
Hobby: Dancing ± 
height: i6?<m 
Weight: 48kg 
Blood Type: 0 
Date of Birth: 17/ 
Country: Hong Ko g 
Fighting Style: Erjyj 




JACKY) 

Sex; Male 
Hobby: Training 
Height: 182cm 
Weight: 7Skg 
Blood Type: A 
Date of Birth: ?a/« 
Country: America 
fighting Styte: |eet 




Sex: Male 
Height: i 
Weight: i^ik^ 
Ages Unknown 
Stage: Armsto 
Speciality* Bodi 




Sexj Male 




Height: N/A 




Weight: N/A 


■ , 


Age: N/A 




Stage; Helicopter 




Speciality: Unkno 





HIDDEN CHARACTERS 



IP MODE 



* Ff pry rot F Fir,H T FR 



One quick glance at the character selection will 
tell you there are at least ten hidden characters 
to discover Lurking within Fighters Mega mix, 
We've seen them all but unfortunately we 
can't reveal any details just yet as we've 
been sworn to secrecy! However, it's fairly 
common knowledge that all the secret fight- 
ers have in fact appeared in other AMj games. 
We'll leave it up to you to figure out who might 
be hiding behind these question marks but 
youYe not gonna believe who some of them are! 




FULLS 11 tM ' IDPt in 




NEXT MONTH 



As you read this we'll have taken delivery of 
a Japanese version of Fighters Megamix 
on 21 st [>ec ember and no doubt cracked 
its many secrets wide open As the UK 
version isn't actually due for release 
until March we won't be reviewing 
AM latest creation for a couple of 
issups bur wp'II still bring you further 
fascinating Fighlers Facts next 
monrh. Betcha can't wait! 
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FEATURE 



So you thought 1996 was a fantastic year for 
Sega? Well just wait until 97 kicks in! MEAN 
MACHINES takes a look at the hottest Saturn 
titles currently in production. 




Now that 1996 is becoming history, we adopt a Mystic 
Meg posture and attempt to predict, contemplate and 
pinpoint the major Sega happenings over the next 12 
months. Much Qf 1996 was a Surprise, many expecta- 
tions were exceeded, a few hopes dashed. Things are 
unlikely to change in that respect but looking at the 
past record of the Industry's major players, this Is what 
we came up with. 

MO 1ST NESS RATINGtEach game tomes with 
our objective anticipation Index, calculated by the effect 
on our loins when thinking of each forthcoming project. 



SPIN 



What the hacks refer to as 'Quarter 1 1 or "Qi\ 
That means April, the start of the financial 
year, and a chance to forget the unrealistic 
sales expectations of the last period. We classify 
Springs little earlier - as March is normally full of 
Interesting releases, as software companies desper- 
ately try to improve their financial figures before the 
end Of the last quarter 



MANX 
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Sega were hoping for a Christmas release, but intense work at Tantalus, who got the commis- 
si^ to convert the game tto some observers' Surprise) should ensure a release to boost Saturn 
software sales for Easter. The machine needs a really good motorbike 
game, and the pedigree of the arcade original is spotless. The ques- 
tion is whether the Saturn can handle the 
gut -wrenching speed of the graphics 
and the absence of a full-size 
Suzuki bike. 

MOISTNESS RATING : Wot 
Weather Warning 




FIGHTERS 
MEQAMIX 

More details elsewhere in this issue, but April Is the scheduled 
UK release For this clash of AMj's two fighting titans. As much an 
opportunity for Yu Suzuki's men to refine their Saturn program- 
ming techniques. Inevitably; this is only a taster for %ggj u s REAL- 
LV big beaE-'em-up. 

MOISTNESS RATING: Soaking 





ENEMY ZERO 

We assume Acclaim has the bottle to bring out a four CD adventure 
game in the Spring, in fact we hope they do. as Enemy Zero boasts a 
style and atmospni- v mm shames most current Hollywood rodder. The 
alluring Laura finds her- 
self on a drifting space 
craft, the AK-i, and has 
to creep around its 
maze of corridors, con 
fronting a stealihy t tun- 
ning enemy. 

MQISTNESS 
RATING i Humid 





WILD NINES 

If Shiny make the deadline for their first 
Saturn game, well be very surprised. The 
idea of a full 3D platform game with all the 
elements their design document suggest 
will be a struggle even for ihem. Shades of 
?he Ear*nwnrrn |im games survive in the 
game play ideas but there's an entire new 
cast of characters and an iconoclastic 
weapons system that has Dave Perry par- 
ticularly excited. Guaranteed to have 
graphics to die for. 

MOISTNESS RATINGi Vwy Damp 




DIE HARD 
ARCADE 



HERO'S 
ADVENTURES 

This LutasArts game from Virgin has had little build 
up so far. and the premise is not That stirring hui 
lei's face it LucasArts do not exactly have a reputa- 
tion for rrap sames, do they? Here appears to be a 
vulgarisation of Hercules, who has to labour his way 
through lots of cartoon scenes from ancient myths. 
Won't have quite the same impact as Homer's Iliad 
but fans of action RPGs like Thor and Dark Saviour 
should be alert. 

MOISTNESS RATING: Dump 




MICRO MACHINES V3 

Just as the PSX mags were reaching fever pitch about 
this. Codemasters put the skids on it until the Spring, 
so all versions could be released. This really looks like 
being a wonderful, uni- 
versally-enjoyed game- 
play experience in video 
games, and should 
elbow out mast of its 
sad shelf peers come 
release time, 
MOISTNESS 
RATING: Wat 



HEART OF 

This overly-ambitious platform game 
has become the biggest joke of mod- 
ern video games. Now over two years 
late, most people who originally 
craved it have started drawing their 
pension, Will Amazing Studios finish it 
In time for the General Election? We 
wouldn't bet on it. 

MOISTNESS RATING 1 Drip Dry 




CONTRA: 
LEGACY OF WAR 



Konami's hottest property, 
and on* we would dearly 
like to see before the 
clocks go forward. Contra 
promises lots of blasting, 
rotating scenery, polygons, 
polygons, polygons darling 
and big scary sprites, 

MOISTNESS RATING: 
Wet 






DESTRUCTION 

Featured in the pages before as TANK,, this is the pet project of Tilt 
creators. NMS Software in Walsall A game you want if the idea of 
trolling around in a heavily armoured vehicle demolishing town hall 
docks is appealing. The action is displayed from an overhead per- 
spective, like Loaded t but as everything 5s constructed from poly- 
gons, it's clear, crisp and fast. Outrageous explosions are another 
'selling point 1 . 

MOISTNESS RATING^ Moist 



PROJECT EARTH 

Eidos 1 response to Command and Conquer being developed on a 
raft of formats, of which Saturn is one. Expect lots of titchy sprites 
knocking seven bells out of each other. We saw an early version at 
the last ECTS. The sprites looked a bit pre -school, but there are lots 
of good gameplay ideas in this one. 
MOISTNESS RATING; Neutral 

JONAH LOMU 
RUGBY 

The first rugby game for 32 
bit machines and a very 
good idea. The towering 
presence of the New 
Zealand star is not the only 
thing going for this 3D simu 
lation. Codemasterslook 
like adding a new standard 
of graphics to Its proven 

reputation for gameplay in their new sporting title. 
MOISTNESS RATING! Moist 
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PROJECT 

OVERKILL 

Another project Konami has been 
dragging its heels over on Saturn, The 
original premise of an isometric 
blditer for the bloodthirsty and brainy 
still appeals. Project Overkill has 
dl-eddy sco-ed highly in PlayStation 
mags, with ratings in the high Ek>'s, 
and the Saturn game could do just as 
welL 

MOISTNESS RATING: Damp 





MECHWARRIOR « 

The PC original, classic 3D robot blasting is not such a big name 
to bring to Saturn. The promises are of 30 new missions and 
amazing 3D performance. 
Activision is anxious to feed 
us lots of details about this 
but past performance of 
ditching bluff (Spycraft, 
Return to Zork) provides nig- 
gling worries. Still, this 
could be one to watch for. 
MOISTNESS RATING: 
Neutral 
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ATP BREAK< 
POINT 2 

The sequel is due only si* months after 
the original Saturn version of Breakpoint 
but Ocean stress this Is a different league 
to the poorly received tennis game which 
only scored 64% last month. As well as 
enhanced graphics and better responsive- 
ness, it 

til 

statistics 
of the ATP 
circuit. 
MOIST- 
NESS 
RATING: 
Dry 




NHL POWER 
PLAY '97 

Virgin has 
decided not 
to release 
Powerplay 
'96 P as they 
say the 
sequel is so 
near com- 
ptetlon and 
updated it 
consider- 
ably. If you want the best ice hockey you should 
considering waiting for this, as the now canned 
'96 edition Is still fine stuff, 
MOISTNESS RATING; Misty 




ADIDAS 
POWER 
SOCCER 

It's what we've heard and Psygnosis 1 
acclaimed PSK football game should 
be an easy candidate for conversion. 
Well within the Saturn's capabilities and football 
games sell well whatever the season or weather. 
Has a job at out-performing Worldwide though. 
MOISTNESS RATINGi Damp 
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UEFA '97 

This is where it gets complex - whereas 
Philips certainly has the rights to UEFA's 
Champions League tournament. Ocean actu- 
ally has the rights to the body themselves for 
the next few years. Although the football 
scene is definitely looking busy for 1997, 
Ocean is really going to town with this one - 
even going as far as to say that it has the 
visual flair of Sega's arcade game Virtua 
Striker. WeVe going out to France to see For 
ourselves so well keep you posted. 

MOISTNESS RATINGi Unknown 
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he long, hot four in our experience, short and showery) British 
Summer b not a time renowned for excellent releases but looking at 
last year's tally, there were some good titles launched. This year 
there's a strong chance of good titles slipping from the Spring release 
schedule. Expect a few RPGs to appear then and also expect a few of 
those listed here to fall back to the more lucrative Autumn period. 



QUAKE 
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The rumour mill is working overtime try- 
ing to work out the story on this, GT 
Interactive talked about this game 
months back but seem to have gone 
cold, although reports from Id (who 
have mostly disbanded) 
seemed to suggest they were 
keen on the Idea. Then, a cou- 
ple of months back, important 
people at Sega were saying the 
project was very much alive: 
and they would be handling it. 
To add to this surprising turn- 
around of events was the idea 
that Quake may be a Saturn 
exclusive! Since Ihe PC game 
an unbelievable global smash 
- relies on multi-player partic- 
ipation for the best gameplay, we think this might all have a connection 
to Segrfs Netlink device, and their on-line gaming strategy. 
Quake itseir H is like Doom, only more so, Player** explore four difficulty- 
based 3D stages decked oul as cyber-mediaeval and full of ludicrous 
polygon monsters (like the nightmarish Shambler) and cool weapons 

(lightning guns* nail guns etc). 
The solo game is without a 
shadow of a doubt the best 
Doom-style game yet made but 
the mutti-player experience, 
where up to 16 blood thirsty 
participants run riot in a killing 
orgy, is one of the best video 
games experiences EVER. 

MOISTNES5 RATING: 

Wfitt Wet* Wot 
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RATTLESNAKE 




Acclaim has a poten- 
tial huge hit on its 
hands if Rattlesnake 
lives up to the billing 
of 'Mario 64 on the 
Saturn 1 , While the 
quality of the polygon 3D suggests 
something like that, the game has 
original ideas of its own. Set in 
striking Wild West landscapes 
(which evoke memories of Road 
Runner cartoons} the game mixes 
logic and skill puzzles with pint 
forming and creature-bashing. The 
hero Red carries a large mallet and 
a bltxk 0' dynomiie with which he 
can alter the Landscape, It looks like 
jolly good prospecting fun. 

MOISTNESS RATING: Dewy 




DUKE NUKEM 3D 





If the vague release dates are 
held to, Duke should be a 
potent rival to Quake in a 3D 
shoot + em- up tussle, Like 
Quake, a PC port over, and obvi- 
ously inspired by Id's previous 
work> Doom. Duke's big original 
feature is the ability to set 
traps, and be nasty to your fel- 
low players. We're optimistic about this one, since Duke's 
creators are Lobotomy Software, who did a VERY nice job 
on Exhumed for Saturn (well up to Duke's 3D standards) 
and show a bit more interest in Saturn than PlayStation 
(Exhumed for Sony's machine is we 11- delayed). 

MOISTNESS RATING: Mostly Mostly 



INTO THE 

SHADOWS 

The most eagerly anticipated title of the coding con- 
glomerate that seems to have the most ambitious 
portfolio of Saturn projects but never ^ppm^ to gel 

them released, Scorcher* 

AMOK - these titles have 
been kicking around in 
development for years. Into 
the Shadows does look 
extremely smart, a full- 
blown dungeon RPG but 
with incredible polygon 
characters and reaMime 
fighting. The latest 
sequences sent to us by 
Scavenger, from the lead- 
ing PC version, look incred- 
ible. Wizards and magic, 
Ores and heroes, goblins 
and elves, it's going to be 
epic stuff. 

MOISTNESS RATING: 
Dripping 




NINJA 

Core has two big beal-'em-ups 
planned and Ninia is Ihe most 
mysterious one. It's a strolling 
combat game, with a consider- 
able fantasy element, The set- 
tings suggest the world of 
lapanese lore, with ornate 
Samurai and huge dragons, 
We've also seen a huge spider 
lair. Everything is in polygons 
and the most attractive feature 
at thr moment is the Freedom 
given to move around the play 
area. 

MOISTNESS RATING 1 

MM 





LAST BRONX 

When AW 3 replied to their stable mates AM a with a beat 'emu p of their own, 
it received a critical welcome but Little of the razzamatazz of the Virtua 
Fighter series. Nevertheless. Last Bronx's big feature is weapons - most of 

the characters 'have the right to 
bear arms'. When these are 
employed a cool strobing effect 
shows the arc of the weapon as it 
strikes, AW 3 publicity have 
begun showing demos of the 
characters moving across a play- 
field, which leads us to estimate 
when last Bronx will be ready. 

MOISTNESS RATING; 
DrapUtc 





DUNGEON 





Peter Molyneux at Bullfrog strides the 
world of strategy games like a Colossus, 
and this could be his last for the Guildford- 

based develop- 




er. Dungeon 
Keeper is a fan- 
tasy adventure game with one major twist 
- you actually play the evil master of the 
treasure-filled lair instead of the usual hero 
role. Like Theme Park, you assemble 'staff' 
in this case monsters, and create "attrac- 
tions'. Including treasure chambers, torture 
chambers and all kinds of traps. Throughout 
the game you get the unwelcome attention 
of adventurers. Tackling them leads to a 
clash of your loathsome creatures with the 
scrubbed down do-gooders. 

MOISTNESS RATING! Sticky 



PANDEMONIUM 

This was Crystal Dynamics only product of note In 1996. and 
has gone down well enough on PSX for them to consider a 
Saturn version, It's a platform game set on a winding, seeming- 
ly endless path which meander 
through all kinds of polygon 
environments. We wait to hear If 
che project has been officially 
confirmed, but our guess is it 
would take six months to see the 
conversion through. 
MOISTNESS RATING; 
Mlmty 




ACTUA TENNIS 



Gremlin's Actua 1 sports series has 
already established a reputation for 
quality on the back of 'Soccer and 
*Golf. We would be surprised If the 
same level of realism didn't gu into 
tennis. The companies motion-cap- 
ture facilities in particular could cre- 
ate stunning player animation. 
MOISTNESS RATING, Dimp 




ARMS RACE 

A project Gremlin have just announced for 
late June. Arms Race is a 3D tank game set in 
a world "not unlike the Re- Loaded 
Engine'. Shooting and strategy, a 
clubby "feel' and a celebrity sound 

track is all we 

have to go on 
at the moment. 

MOISTNESS 
RATINGS Dry 






D-XHIRD 

The name behind Tosh in den is 
creating this new 3D beat-'em-up. 
From still publicity shots, 0 KH1RD 
certai nly looks the best beat 'em- 
up Takara has ever put together, 
with impressive levels of character 
detail. Whether Takara invokes its 
legendary powers of spooning-up 
the game play remains to be seen. 
MOISTNESS RATINGt 
Dusty 

fell 




TUNNEL 
B1 II 

Or maybe 
they will 
have the 
sense to call 
It Tunnel B 2. 
Once again. 
NEON of 
Germany are 
doing the 
honours, 

and they have learned a lot about game 
structure from the experience of Tunnel 
Bi. Ocean promise a far more ambitious, 
and even faster sequel. 
MOISTNESS RATINGS Neutral 



ID4 



Fox Interactive had been steadily work- 
ing prior to the release of the huge hit 
Independence Day and the Saturn 
game is still being tinkered with even 
now. Seemingly the first few Ideas 
were a bit crap, explaining the delay 
behind the flying shoot -'em -up we 
should see next year (courtesy of 
Funcom), which is obviously Inspired 
by aerial dog- 
fight sequences. 
Hopefully it will 
not 'go quietly 
into the dark 
night'. 

MOISTNESS 
|lf 11 RATING: Arid 
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CRYPT KILLER 

The next point of interest for virtua Gun users. Konami is porting its three- 
player arcade target shooter directly, although it will probably only support 
two guns. As the title suggests, the scene is one of treasure-rich resting 

places of the dead* who aren't resting. Lots 
of spri.e-skeleton shooting. Great fun, 

MOISTNESS RATING* Neutral 
I 





CONSTRUCTOR 

The Saturn needs another good Sim 
City-style game, and System 3*s 
cheeky take off of town planning is 
the answer. Currently being developed 
for PC, it has players creating neigh- 
bour hoods to become Landlords 
whilst using shady means to ruin 
adjacent properties and beggar their 
opponents. 

MOISTNESS RATING; 
Neutral 
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m t this point we get a tad conjectural As pme schedules are notoriously inaccurate, who 
£j can say ff all of these games will make It for September or indeed, If they don't appear 
M% earlier . But here's a tester of what the Latter half of nest year will bring, 

^^^^^^^ 

Although people have been speculating since the arrival of VF2, it was only in November that Yu 
Suzuki, head of development at AM 2, confirmed that Saturn would get after .hi objective 
look at whether the machine can handle the mechanics of the game, AMa's policy has always 
been to convert a project if the 'essence' of the original can be maintained but by past experi- 
ence the graphics and sound have been pretty close too. 

However, there is more speculation, which we would pay credence to. that VF3 will arrive with 
some form of upgrade, most probably In cartridge form, to boost the Saturn's graphic capability 
The aicade game has some astonishing lighting and weather effects, including 3D rendered 
snow falling in realtime, Gameplay. of course, is the main concern, and players can expect to 
see the same simple, instinctive controls of Virtua Fighter i 9 with a new dodge button, which 
expands on the side-stepping moves that proved popular in VF2. There are two 
new characters* entirely new scenes, and hopefully a cool version of that incredi- 
ble intro sequence that First wowed us back at Ej Los Angeles in May 1996, 
MOIST NESS RATINGS Soaking 





JUDGMENT FORCE ! viper 




As confirmed in our news exclusive, 
the game-thal-would-be Streets of 
Rage (but isn't) is one of Core's 
core titles for 1997. At the rate it's 
going* it should blow every other 
scrolling beat - em up out of the . 
water. The game doesn't just scroll, 
it rotates and zooms like the true 
polygon environment it is. Some 
realty ambitious level designs, including submarines and space 
Stations are In there — players choose routes as they progress. 
MOISTNESS RATING t Sweaty 



X-MEN vs 
STREET FIGHTER 

Those who hold a candle for Capcom beat - 4 em- tips will have your hearts set on this. We 
predict a Spring release for Saturn, and a Long wait over the Summer for the UK version. 
That's with the experience of Oarkstalkers, which arrived 8 months after it was released 
in Japan! It should be worth the wait, considering this has the clearest and Largest sprites 
yet from Capcom 's CPS II, and goes Like an absolute bunny. Also, It's a Saturn exclusive 
^^^^^^^^^^^^^^m — on* to rob in Sony own ers 1 faces . 

MO 1ST NESS RATING, Meitt 





NEON's second game for 
Ocean takes the speed 
Of Tunnel Bt (they origi- 
nate from the same pro- 
gramming engine) to cre- 
ate a stunning helicopter 
game set in the same 
post -industrial, lens- flar- 
ing, smoke-stacking set- 
ting 

MOiSTNESS 
RATING: Freeh 





SONIC! 

No one has handed us details about a Sonic 
jk game, but we know that one is in progress. 
k The story of Sonic Extreme didn't end with 
its replacement by Sonic 3D on Saturn, 
and Sega is Less than happy there wasn't a 
flagship title out for 1996. Sega WON'T let 
that happen again in 1997. Sonic Extreme was canned 
because it didn't push the hardware or gameplay idea of 
Saturn as far as Sega would tike. They know the only 
directiori to go in is full, fast 3D. 

MOISTNESS RATING: Moi«t 

CONDEMNED 

Fergus McGovern's pet project down at Probe. It's a cross between 
Descent and Doom, and since Descent is now cancelled on Saturn, 
that's welcoming. Players - and the emphasis is only on multiple 
human player participation - explore a series of 3D pipes and cham- 
bers, all decked out in lovely hi -res indu stria. The weapons and vehicles 
are being worked out at the moment, but the principle* are mayhem 
and firepower, plus exquisite control. 
MOISTNESS RATING; Wet 



HMS DREADNOUGHT 

The major work at Ocean's in-house team p Tribe. The Saturn version 
is 'on', Set on Mars, this is being designed as a global }D shoot-'env 
up nvolving sirarn -driven contraptions which mix Vic to nana, Monty 
Python and Dune influences r Interesting to see how it comes on. 
MOISTNESS RATING] Dry 




SILHOUETTE 




Treasures First Saturn game, Guardian Heroes, was 
coo! but we KNOW they can do much better. 
Silhouette Mirage is the name of the strange, dumpy 

new hero of 
their outlandish 
action adven- 
ture project. We 
are very inter- 
ested. 

MOISTNESS 
RATING: 
Misty 
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Looking to next year's Christmas hits, the roster Is going to 
look even better than the line up suggested here but hard 
facts won't b€ forthcoming until the Spring shows. Hence 
our collection of question marks, half-truths and bare faced 
naked Inventions. 

TOMB RAIDER S 

This is as certain for next Christmas as Santa Claus. We know 
work is underway, with Core moving fast to construct a team with 
members from the first game and new talent drafted In, All new 
areas are being developed, with the first two scenes suggested 
being Venice and the Titanic! The game engine is being altered to 
improve in two area:*; taking Lara outdoors for exterior scenes, 
and Improving the fighting element, with perhaps hand-to-hand 
combat in addition to shooting We will get everything we can on 
this as soon as we can. 
MOISTNESS RATMGi Drippy 



AQUA 

A Scavenger game, which 
seems to maintain their cus- 
tomary trademark of jaw-drop- 
ping graphics. Aqua is set. as 
you might expect, entirely 
underwater* Scuba divers bat- 
tle each other, infiltrate sub- 
merged bases and wet their 
wet suits when encountering 
large pieces of aggressive sea 
food. The water medium gives 
ample scope for amazing 
lighting and wibble effects. 

MOISTNESS RATINGi 
L^aky 
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TOURING CAR 
CHAMPIONSHIP 




We don't know who is doing 
Touring Cars for Saturn but it's 
unlikely to be AM Annexe. High 
ranking Sega officials are touting 
arcade conversion projects 
around at present „ and UK devel- 
| opers are on their itinery. It won't 
come as any great surprise that 
this is down lo be the big racer for 
next year. 

MOISTNESS RATINGS 



BLADE 





This has huge hit potential for Virgin, as only 
one previous Blade Runner game (for home 
computer) ever appeared, and it's appeal contin- 
ues to grow. Nothing about the game is known, 
apart from the fact it's being done by Weslwood 
Studios (creators of Command and Conquer/ 
Red Alert) and they are the BEST, There is 
always a strong strategy elemeni lo their 
games, which fits into the movip plot of tracking 
Replicants around a grimy, futuristic city. We 
hope they get the flying adverts in. 
MOISTNESS RATINGi Droplets 




Boss Studios have made this 
their showcase product for BMG, 
and the scenario is promising. 
You pilot a super- slick 
mechanoid spider through the 
dangerous pteces when? creepy 
crawl les and vermin like to 
hang out. Our office, for 
example. With the first spi- 
der in history to have hom- 
ing missiles, and everything 
50 rendered, it might 
almost be worth the inter 
mlnable wait. 

MOISTNESS RATINGe 
Neutral 




GUNBLADE NY 



More Virtua Gun action, 
but this time from the 
dynamic vantage point of 
a helicopter, spinning 
through the New York 
streets with abandon. The explosions are BIG. and the 
prospects for a Saturn version are very good. 

MOISTNESS HATING: Misty 




ALSO COMING—FANTASTIC FOUR...BATMAN AND ROBIN 

— 2QI KSL.+G RAN D IA»- TERRA PH A NT AS TIC A.* , 

SHINING THE HOLY ARK„„DARKLIGHT.<* ARCHER MACLEAN S 

SPACE,. -BLACK DAWN.* » AIRS ADVENTURERS PAN ISH BLOOD**- 

TARANTU L A** *TERMI N U S*»* AND MANY, MANY MOKE! 
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Consider yourself a video games expert? 
Just how much do you know about Sega and 
Saturn? This trivia special we've put togeth- 
er should go some way to challenging your 
memory banks. Score one point for each 
correct answer. 

l j 



What ft the name of the dragon in 
Panzer dragoon 2? 

2* Le-gend of Mystaria changed Its name 
from the Japanese version which was 
car led what? 



What is the name of 
the new female mem- 
ber of the Vlrtua Cop 
team? 

4. Who is the Executive 
Producer at Sonic Team? 



THE 



S* Who was the charis- 
matic CEO of Saga of 
America until July of this 
year? 

S. What ts tha best tailing 
UK Saturn game to date? 

7- What la the name of 
the hero in Landstalker? 

a- Who la the Tomb 
Raider? 

Which character in VF2 
produces the f Surprise 
Exchange*? 

10. What Fighting Viper* 
character la an 
'Enthusiastic Fighter 1 ? 



1 1 . What is the First zone of the first 
Sonic game called? 

12. What game has music entitled The 
Dragon Gave a Loud Scream"? 

What !■ the name of the female 
Virtuarofd Fn Virtual On? 

14. Which AM division produced B*ku 
Baku? 



1 5* Which p ha roan features in 
Exhumed? 

What happen! to Laura in 
D when she sees a beetle? 

In last year's Saturn telly 
ad, what game doas the 
Valkyr* play? 



IS. In Dayton a USA, who is carved 
Into the wall on 777 Speedway? 



19, Which VF character says 'Better 
run home to momma, now! 1 ? 

20- Name the sponsor for the Toyota 
Cellca in Sega Rally? 



31. What is the magical energy in Magic 
Carpet called? 

32. How many characters can you play 
in Guardian Heroes? 

33. What lands on the Princess at the 
end of Earthworm Jim? 

34. How many of the original Mortal 
Kombat characters survive in Ultimate 
Mortal Kombat? 

35. Which Worldwide Soccer '97 team 
feature* name* from MEAN MACHINES 
staff? 

38. Who la the biggest character in X- 
Men; Children 




24. Which VF character appears in 
Virtu a Cop and Vlrtua Cop E? 

What are the four race By stems In 
Wipeout? 

26- What Is the name of the crime syn- 
dicate that created Dural? 

27- What number of Model board is 
used in Virtua Star Wars? 



28. Which spon- 
red character 
was removed 
from the UK ver- 
sion of Fighting 
Vipers? 

29. Where Is the last 
level of Tomb Raider sit- 
uated? 

30. What town do 
Claris and Elliot 
come from? 




Which band fronts the 
dreadful Revolution X? 

40. What's the name of the 
diwarf in Golden Axe? 



4 1 ■ What creature lives In / 
Earthworm Jim's backpack? 

42* In which game would 
you play Armada n? 

43 p How many years ham Heart of 
Darkness been in development? 

44. Who would you be If you could per- 
form a Scorpion and Drill? 




46. What is the first event in the 

Athlete Kings 1 Decathlon? 

46. What island is Sonic 3D «t on? 

47 1 Which of the«e old arcade game* 
did Sega riot produce; Spy Hunter, Up 
4 N" Down, Tapper, Froggen, Mr Del? 

48. What doe* Sega stand for? 

40 * Who It Joo Musashi better known 
at? 

50- Yuzo Koshiro composed the music 
to Story of Thor- What Megadrive 
series of games also bears his 
famous compositions? 



62. What directive is Issued before you 
race In Day tone USA? 

63. Who is NIGHTS alter ego and 
enemy? 

64. IP you were a Blood Angel, which 
game would you feature In? 

65. Which planet does Sonic live on? 

66» On which game does Gary Bloom 
commentate? 

67- Larcen Tyler and Jetta Max are 
two members of what dismal fighting 
troupe? 




BO, Who le the hero from 
Flashback? 

SI. The first ever commercially pro- 
duced video game was*.*? 

82. How could you play MegadWve 
games without ever buying a car- 
tridge? 

83 r Which of these has never been 
an arcade garnet Pebble Beach 
Golf j Baku Baku, Athlete Kings; 
Panzer Dragoon? 

84. Who developed Saturn'* main 
sound processor for Sega? 

85. In Japan there Is a flthtank sim- 
ulator for Sega Saturn. True or 
False? 

86. How many Phantasy Star RPGs 
have there been? 

87 Name one game advertised on 
Saturn over the Christmas period? 

88+ Who Is the programmer of 

Aladdin, Cool Spot and the founder 

of Shiny Entertainment? 

89. What colour was the prototype 

Saturn? 
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51. What other 
game do the 
characters from 
Bust-a-Move 2 
appear In? 

SB* Which plat- 
form character Is 
apparently else a 
movie star? 

53. Where is 
Birdie's stage set 
In Street Fighter 



Zero 2? 



54. How do yobs travel to your Theme 
Park? 

56. What is the worst game ever 
reviewed in MEAN MACHINES? 

56. Where is Tokio'a stage In Fighting 
Viper*? 

57. What game uses a twin-stick con- 
trol method? 

S8 + What Japanese beat-'ern up was 
the first to use the "Dual ROM* sys- 
tem? 

What animals graze on the first 
course of Sega Rally? 

60. What creature can you race as In 
Daytona USA? 

61 - Where is the first track set In the 
Destruction Derby? 



'Trie marks on your forehead ar 
like the stars In the sky 1 . Whose 
marks? 

69. In what game does raising the 
sugar level increase profits? 

?0. What does MPEG stand for? 



7 1 . No udder rac- 
ing game got cows I 
Which game has? 



72* Sega's three word 
motto is«»? 

73. What Mega-CD game 
outraged MPs with Its 
scantily-clad girls and hor- 
ror overtones? 



74. Where would you find Zero 
Space? 

75. Who Is Pepper achou better 
known as? 



76, Vour adventure starts on a large 
ship. What adventure? 

Virtu a Racing on M egad rive had 
something in addition to every other 
cartridge. What was It? 

78- Who use banana bombs and 
exploding sheep to achieve their aims? 

7 You are In a library with two books 
containing two brothers begging for 
coloured pages- Where are you? 




90. What Is the name of the 
Megedrive in America? 

91 * If you played Treasure's Alien 
Soldier, what would you spend most 
of your time fighting? 

92. It was called Deadalus In Japan. 
What was this Saturn Doom -style 
game called here? 

93. If you finish Fighting Vipers In 
Very Hard Hyper Mode, what is your 
reward? 

94. Which controversial sports 
game was reviewed by MEAN 
MACHINES in 1 996, but never 

released on Saturn? 

95- What Sonic game was sensa- 
tionally suspended earlier this 
year? 

96. What is the capacity of a Saturn 
CD-ROM? 

57, What Is the name of Sega'a pre- 
school learning machine? 

58. What does the acronym ¥ RPG* 
stand for? 

99. From which country does Lion 
Rafale originate? 

1 DO, What colour are the official 
UK Virtua Gun*? 



Phew, wa% that tough or what? Now 
turn to the news to check your 
scores and overall! 
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FIRST LOOK 



Only space for one Fi 
for a big boy. No one 
Tin Tin hairdo or bui 
because he could kil 




Same Name 


Jonah Urnu Rugby 


furnisher 


Codemasteif 




Roge Software 











When (odemasters wanted a hero to front 
their new Rugby game, they tackled New 
Zealand's very own man mountain. Jonah 
Lomii. They're thinking big in every sense. 



Rugby has been in the news 
periodically throughout 1996. 
The players went on strike, 
the League and Union started 
flirting for the first time in 100 
years h the rest of the Rve 
Nations booted out England, 
then took them back again. 
And there was the small mat^ 
ter of Hie scrummage invok- 
ing the Captain, the Big 
Breakfast presenter and the 
Queen of Hearts. 




AH LOM 




RUGBY 

Npt one rugby game, though. Football games coming out of our 
ears, but Britain's second most popular team game is still unsup- 
ported, as it was for years on the Mega drive. At least someone 
has been developing one - Rage software in Birmingham are # 
working with Codernasters to create the first 32 Wt rugger sim- 
ulation, 

The game bears the weight y (19 stone) endorsem#nt of fonah 
lomii himself, New Zealand's youngest ever International, and 
the instant star of ?he 399^ Rugby World Cup in South Africa. 
Codernasters have always aimed to get big names to back titles 
n their Sportsmasler range - Pete Sampras for tennis, Brian Lara 
for cricket, Ernie Els for goEF, but possibly no o*e is bfgRerthan 
iomu. * 

But let's fate It, it "s the unsung heroes at Rage who are going 
to make or break the game. Even though they will have no 
competition in the market when it's released in April as Rage 
boss Trevor Williams points out; "We want to make this the 
best rugby video game ever. We could have just bashed it 
out. but neither we or Codernasters wanted that. The time 
that has been added on to the original deadline shows 
how we're not rushing any element of the game play. The 
scrum, for example has had five different models to 
make it work in play, We've scrapped them all. tof vari- 
ous reasons. That's a month or work, I suppose, but 
we wanl to get it right", 




fA BIG BIT ABOUT 
k CODEMASTERS 




Qpdemasters was formed tn iaff6 by two broihers, Richard and David Darling, who 
were responsible for their first budget titles on Commodore 64. Later the company 
found success on :he Amigd witn a series of p Id I form games based on Dizzy, their 
egg-shaped mascot, Codernasters moved into 16 bit consoles, with its own facilities 
to produce cartridges - an idea, thut went down Irke a lead balloon wilh Sega and 

NmtPodo. Sega made peace relatively 

1 ^ \ n quickly, and the We gad rive went on to enjoy some 

■ — ^' " — LJ f I dasM Codernasters games, Nintendo and 

1 ^ [ . I Codernasters* partner in the States, Galoob sp^nr 

T T ^ - * - Iv^.i'si" ourl arHJevftrtuaUvCode^sters 
if- " ^ ' "*m I won ■ hii S^ $40million payout. Those golden 

ISk. m ^ J"" r I We gad rive yeais saw the creation of the Micro 

Machines series 1 and later the Sporismaster 
range. Two huge titles from that range; Brian 
Lara and Pete Sampras defied the pundits and 
topped the Megadrive charts for months on end 
i Codernasters Is changing its image again, with 
next generation titles attracting as much atten- 
1 tion for their graphics and presentation as their 
lege nda ry playabi I i t y. m 
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RrFTAY 





Complete team liati, 
international iquadc and 
thi big man hi mi* If, 



Yflahj w* know these or* 
psx shots but th« Saturn 
garni It identical. 



I . 



K FP1 A Y 



V 




LL WEATHER PITCH 




s 

f 



1 0 FACTS ABOUT 
THE LIFE OF LOMU 



i* Jonah is actually To ngan by nationali- 
ty, Ihough he was born in Auckland, 
New Zealand, 

a* He was bom on 12th May 1975, 
and weighed 11 pounds at birth. 

Jonah was the youngest rugby 
International ever for (he All Blacks 
when he played his first test: New 
Zealand Vs France in 199^ at the age 
Of 19. 

4* Hp won trophies at school for his 
sphru running - 3 factor thai makes 
him a deadly winger. He can run loom 
in close to ten seconds. 

5_ Before he made his impact at the 
World Cup, he was considered a poor 
defender and left our of the New 
Zealand squad for several matches! 

When he went to the World Cup in 
1995. he worked as a bank clerk. 

f. Wigan, England's top League dub, 
offered f soo,ooo far Lomu to join them. 



But that was peanuts to $irn+ bids from 
US American Football teams. 

ft. His career 
lists 60 First 

class match- 
es, at the 
age of 23. 
He has 
played 24 
matches 
far the All 
Blacks, j 
Storing 
17 tries, 

fuHe 

made a 

Pizza Hut ad where he 
was lackled by the mother of two of the 
England ream who bore the brunt of his 
World Cup performance. 

it. Lomu statistics: 6ft $in 19 stone; 
s,oin chest; 2oin neck. 
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STRUCK FROM 



eir previous pit, Striker has been use- 
£ pjQgramrw feny Wktabe ami ihe 
Drug ArgpftfiffcMtiffckftc} uit ttrr 32 W- p 



?;^r\ experience on rr-eir previous 
ful foi Lomj. The gene's pfogfdmm 
Saturn prrj^^ftTirtWT Afioitto Aijtii^ 
vision? of Srrfk^f. Thifi^jjg 
machine technical and a be 

mechanics have influenced Lomu. Tony also worked on a 
SNES Rugby game which Nintendo [tessed o^f ftriN -UK» Birf 
Rugby presents problems of it? own: H Ln footbath you only need one 
player model, but In Rugby there are all the different set-p+ects; 
scrum*, mauls, passing plays. You have to have a control model 
and intelligence model for each". The set-up of a Rugby team is 
also more complex for the programmers: *A rugby team has spe- 
ciafeation. You won't get wingers moving into the scrum unless 
they realty have to, *o we've program med them to avoid getting 
into situations which don't suit thel* style of play. The same engine 
's just about there, a lot of the time we 
have left will ho spenf working on 
he player intelligence". 






South flFrra 7-7 Fr*v*_ 




THE TECHNICA 
DEMANDS 



TEAM TACTICS 



Jonah Lomu won*t have the acres of strategy screens that have 
become the norm in Football "simulations*. Tony explains; "Vou 
are hindered by (he rules. You can't go changing formations in 
the scrum* for example, The ruies are set out that you must have 
three heavy forwards in your scrum. It's a matter of safety**. But 
while you won't make tactics selections on * screen, they will be 
worked into the A! programming: "We're working on how the 
team members use each others abilities. That's the basis of get- 
ting good at the game - recognising the strengths and weak 
nesses of each position. The computer does that as wpII it 
will pass to a kicker if ii wants dis- 
tance or try and guide you into 
bringing your players into the 
ruck just to create more space in 
the field for a running play". 




GAME ON! 

L. J 





Rugby, we put to Trevor Williams, is ong of those 
sports everyone knows the basics of,, bill doesn't 
quite understand all the rules. He agrees: "Yeah, 
k we had that in mind when we started Wui k ur 
k the project We wanted a game thai staved true 
Bl to the rules, but was easy to pick up and plflv 
without a complete understanding of all the 
ins .nd outs. It's definitely (urned our as an 
arcade style game — lots of movement and 
simple controls. We also thought it impor- 
tant though, thai all the rules were in there, 
and people who know the game will think 
it's an accurate simulation of Lhe sport. The 
game is being put together by people who 
r know the sport and how they wjnt 
it to come across. One of the team has 
been studying the rulet", 
Tony chips in: "We've had to consid- 
er that the rules of the game are 
changing at the moment - until 
six weeks ago it wasn't possible to 
make a substitution in Rugby but 
that has now changed. So we 
want to keep up *ith changes in 
the sport for Jonah Lomu". 
One of the problems the game 
offers ts ft p s stop-start nature. The game 
stops for long periods as players form 
scrums or the ball goes out of touch. 
Tony explains how that is being 
J edit with for an arcade sports 
game: "Rugby can be a bit slow, 
and previous video games have 
suffered from that. We took the 
view thai people wanted an 
active moving game, so we try 
to avoid the ball going put of 
play where possible. There 
are far fewer scrums than the 
average rugby game, as we 



don't really see the point in continually Stopping 
the game for that. There's the experience of some 
football games where it takes ages to take throw- 
ins as the camera repositions itself etc., when all 
the player wants to do is restart the game 
again". 

The area that Rage wanted to concentrate on was 
the contact side: "We analysed all the different 
parts of the game; scrums, rucks, passing and 
running. We felt that previous games had con- 
centrated too much on passing, making the game 
Like football. 
The contact 
part of the 
sport - the 
rucks - did- 
n't give you 
the feeling of 





control over ball The 
systems we've devel- 
oped for rucks allow the 
player to get tight in 
there, by pulling play- 
ers into seize posses- 
sion. They can summon 
nearby players in automatically, or take direct 
control of each or>e and bring them in. The con- 
irol is simple and fast, but the effect is pretty 
sophisticated — the speed and strength of each 
player entering the ruck Is calculated to see how 
it moves it, This dual idea of accessibility, but 
enough sophistication fof long term play, works 
its way through the whole control system: *We 
offer two types of passing - short passes to the 
nearest player and longer passes that allow you 
to switch wings or outflank defences, Initially, 
players will get used to executing passes and 
getting the timing right, but over time they'll 
work out tactics where long and short passing is 
more effective. 
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RUN VT 



the replay option works better fn rugby I Kan k tk>es m foot- i 

ball* as long run* ending ire Trips look excel bent. A nice touch ^ 
added here is the effecf of lines of interference when you tor 

ward or rewind the 'tape' at high speed. ^ 




Codies have signed the Scottish bun of 
veteran Rugby Special, comnnjntaior 
Bilr Maclarrn. fitU has recorded over 
3Doa words, phrases mi player names 
includin some real mou'.hkils From 
sides like Zimbabwe and Ivory Coast. 
Also some funnies. The current 
favourite is it's hot + it's humid and it's 
slkky!" Well, vouVe got to be there. 



THE BIG OCCASION 



The game sets, our to capture the almas 
phere of big match rugby. Four rendered sta- 
ciitJTTTs have been created, ranging from lhe 
simple stands of an African test ground, to 
massive tiered sladiums that rival 
Twrckenham and Murray fie Id, Work is going 
on to produce a crowd who react tu ptay by 
unfurling their teams national flags and tot- 
ting off fireworks, Fot the sound effects, 
Rage bought the copyright to a recording of 
a 1995 international played at Twickenham, 
and it sounds excellent, including a rendi- 
tion uF 'Swing low, sweet chariots 




REVIEWS 



We Ciin hardly believe we re FINALLY gerriing 10 
review Dark Saviour* So we made if a bit of a 
special one. Also, 0< can's Tunnel Bi exceeded 
our initial expectations. Not everything pitched 
to these heights, though... 
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Control 


Joypod 
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MYSTERY 



iBfll 



Crime and Punishment the Spy Who Loves you. 
Weighty matters for a platform game. But then. 
Climax are no ordinary coders and Dark Saviour 
is no ordinary platform game. 

Garian's friends have tried to dissuade him from a hazardous mission. The world's most 
dangerous monster. Bilan Is being transported to Jailer's Island, the onry environment 
secure enough for him. Tales are told of Allan's ability to degenerate the cells of his vie- ^ 
tims, Leaving them to die a hideous slimy death. Despite the safety precautions and the 
escort of the most respected Bounty Hunters from Rajeen, It's a Journey that nils Garlan with fear. 
Gar Ian retires In a bid to get some rest, and is overtaken by troubled dreams. In them, the monster 
escapes and wreaks carnage throughout the vessel. Klaxons blare as the horror dawns, Gatian 
wakes with a start in the reassuring confines of his cabin. But the alarms are still sounding... 

f 



It* 




Are tbere any rules that 
a vonua cannot be i veipon 
d*aler n 




ON ICE 

Garten's ability to push certain kinds of blocks, 
including ice is demonstrated in the cold store areas 
of the ship. 



THE BIG FIGHT 





Bring a bounty hunter, GlIUlIti has to contend wilh all manner of wise guys out to prove 
they are tougher than him. Dark Saviour has ils own one-on-one baltle mechanism wh kn- 
ee me s into play in these situations, and it's styled rather tike a simplified beat'em-up* 
played over the best or three rounds. Garian has a small selection oF slashing sword 
lunges, and a devastating special attack he must power up by storing attack energy. 
Each of his enemies has their own Form of conventional and special attack. 





WINDOWS 

Some areas can only be reached by using exterior 
tf.Mitries accessed by the windows. 




SHORT CUT 

A little ingenuity allows you to reach the top deck 
quicker by using a series of platforms attached to 
the side of the ship. 





THE SHIP 



Bilan is loose on the vessel, and 
making his way wilh bloody pur- 
pose to the Captain's quarters. 
Garian must rise through the 
derks, to reach this room on the 
top deck before Bilan can 
escape. The basis of selecting 
the btory through the Parallel 
Plot system (explained later) Is 
found in Ihis opening Ship chap* 
ML 




TRAVELOGUE TO JAILER'S ISLAND 



laiLer's Island sprawls over a wide area, encompassing the official zones controlled 
by Kurtliegen, the secret areas run by the renegade JLO and the mysterious mining 
operations for melal and Bilanium. Become acquainted with your surroundings 



DEATH VALLEY 

This place of ill omen is out of 
bounds to town residents and pris 
oners and accessed by oniy one route. 
It consists of a large swamp linked by a 





Formed at the far end of Death Valley, these 
sheer walls house switch mechanisms 
that allow them to be scaled* and buzz- 
saw mechanisms to protect them. 




•mm 



Otis 



mmm The jlo 



0 DEADMAN'S CASTLE 



The nerve centre of activity 
against the authorities and a 
place to return to for help. The 
JLO also has a secret way into 
Kurtliegen's castle. 



lin- mJijui p.iM of 1*1* firs! parallel, atlrf il* hnuwe wwf.il 
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LAB ■ 

Where Kuril iegen's ^ 
unscrupulous scientists 

conduct their experi- 91 

ments *k 
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BATTLEMENTS 

alkwavs link the upper levels of tHFcastle together. 




J J TOWN 

The area outside the prison 
proper, including the port and 
guard's quarters. In the 
Jalopeno juice bars and the 
streets around them, a 
strange atmosphere persists, 
but no one will talk about it. 
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PRISON YARD 

The high-^or .tiiry inmios mill around 
this area, but are reluctant to reveal their 
allegiance . I . L> 
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' Happy New Year readers, and welcome to the meaty MEAN MACHINES SEGA Mean 16 column! " 
Being the hard-working video games journalists thai we are we've spent the last month down 
the pub working out what our New Year's resolutions shall be, Steve is going to spend less 
time looking at rude pictures on the Internet, Matt has told us that he plans to lock his girt- 
friend in a cupboard so he can play his Saturn more. As for Jason and Nick, well they've decid- 
ed to become writers as well so the mag finally gels Finished on time. Gus, our leader and men- 
tor, has simply opled to spend more time sitting out on the fire escape making smoke signals 
to his fellow Scotsmen in London. As for me P I'm gonna be hunting high and low to bring you 
the latest tips, cheats and hints to keep you well busy in '97. Send all your Tips and Questions 

Itm MEAN 16. WEAN MACHINES SEGA 30 32 Priory Court, Farringdon, London, ECiR 3AU. J 




SATURN TIPS 



c 



Casper, rhe over- friendly ghost, is Inter play's 
sickly sweet interactive movie tie-in featuring 
the capers of a cute corpse and his three devi- 
ous dead uncles. Here are some essential tips 
for beating the boss ghosts. 




1. Fatso near 
Wtchm Feed 

him hamburg- 
ers. 

a. Stinky. Spray 
perfume on him. 



% Stretch. Use glue. 

4h Fatso in bathtub. Use 

camera. 

5- General Fatso. Use 

wind-up key then ham- 
mer the tanks. 

6. Farmer Stinky, Use ham- 
mer and chisel to carve the 

stone in 

Casper's image. 

7. Graveyard 

Stretch, Use 
twister morph 
to lure him into 
grave dig site. 




( PAYTONA CCT) 

TIPS GAIORE 

Right then boy racers, here are the first handful 
of tips for Sega's much improved driving sequel. 
Dayiona CCE. If anybody has any more please 
send them in, there could be a free Saturn 
game in it for you! 



Whilst on the starting grid of the Advance or 
Expert courses, hold C (brake). Now hold B 
(accelerate), keep your PERM'S between 6500 
and 7000 and when the green light shows lei go 
of the C button for a speedy getaway. 




MIVI OLD DAYTOHA BLUE 
HOftMT CAR: 

Win all Five tracks in HARD mode and the nifty 
Blue Hornet motor becomes accessible. 



CONTROL UHA (HOftt): 

This was one of the first cheats we tried to dis- 
cover and thankfully Sega has once again saved 
place in Dayiona for loads of hilar- 
ious horseplay. To access 
this nifty nag place first 
in all five tracks on 
Hard mode, 




This one was sent in by )a son Penfpld from 
Surrey, proving thai the best tips are always 
discovered by our plucky readers first! 
On the course select screen hold down X, V f Z 
then press the C button to select gnc of the 
backwards courses. 



NE6A DRIVE TIPS 



( VIRTUA COP ft ) 



Wow, an exclusive Virtua Cop cheat and (he game's 
been out for less than a month! To make all of The 
characters head's bigger simply play the game more 
than 58 times (Check the Book-Keeping screen to see 
how you're doing). Then after 58 plays the big- 
headed baddies are yours to point at and laygh! 




ml- * 




Jcguorqndl 1$ |utt on* of the hidden 
charoctori to discover in AMI't Virtual On, 




t( ALIEN TRILQCY ) 

BIKHIN CHEATS 

Here are some codes straight from our friends at 
Acclaim, Enter these on the password screen, 

1. JUMP LEVELS; FlYTO?? (Replace 77 with the level 
you wish to start on) 

2. INVINCIBILITY: FVNKYGlBBON 

3. MAXIMUM WEAPONS: FtSHiNGFORGVNS 

4. MAXIMUM AMMO: FiLLMVPOOCETS 




5* 




Vlrfyo Copt with Big Heed*? Yep, ond th«re 
are «vm more tecrati to d tic ever.., 



( virtual on ) 



Here's something I found whilst playing AM} 1 * awe- 
some robot righting game, To play as the ultra-hard 
sub-boss, Jaguarandi< play the game through on its 
Hardest level setting and beat the final bos*, Z-Gradit. 




Thoie AMen Trilogy chedls just keep com- 
Kfigl Uie lh*» codei to tttd tn y&ur fighti. 
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To access a secret Cornering option which lets you 
, increase your grip, hold the A + C burtons and go 
Vnto the options menu. The additional extra should 
now make driving slightly easier. 
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QfrA ANSWER 

Congratulations go out to Phil Grant from Oxon this 
month as his question kicks off the first regular 
Q&A section of this column. I have listed the 99 
Lives cheat that you requested plus some other use- 
ful stuff as well. Remember folks, keep those tips 
Letters coming in! 



Pause the game then press: Down + C Up, Left, Up, 
Right. Right. C. 



LIVE! UUP/CHARACTER CHANCE 

Pause the game Press Left + C Up. Up, Left, Down. 
Down, Right, C If 

done correctly, you will hear a Laser blast. Unpause 
the game, then pause it again. Hold Right +1 to 
skip the level. Hold Left + C to change characters. 




TEMPORARY INVINCIBILITY 

Pause the game. Press Up + B, Up, Right, Down, Up, 
Right. Down. Down, Up. B. If performed correctly, 
you'll hear a crashing sound, Unpause the game* 
then pause it again and press Up + 8 to activate the 
cheat. Note: This cheat does not last the entire 
game, if your health begins to deplete, press pause 
then Up + B to reactivate it again. 



WALK THROWN WALLS 

This trick requires a 6-buttpn controller. When the 
SEGA logo appears, hold Mode + X ♦ Y + Z When 
the title screen appears, press the following 
sequence quickly; Up. Up, Down, Down > Left, Uft P 
A, B * C At this point, the screen will flash and 
you'll be able to walk through walls by holding the 
Mode button. 



c 



More amazing Virtua Cop cheats suth as extra 
upilui*ip mirror mode and hgw tw bedL the by*se&! 




TOMB RAIDIR 

^TIPI AND SICMTS PART 1ft 



Welcome to the second part of the Mean 
16 Tomb Raider tips guide, Last month 
we adventured through the Lost Valley, 
uncovered the Tomb of Qualopec and battled 
through the Colosseum where we finally fin- 
ished In the Palace of MWas, Grab your pistols, 
bring some Medi Packs and let* s set off on our 
second outing with the lovely Lara... 



THB CISTERN 



1 



Dispose of the rat and push the block forward 
twice. Then place the blpck under the switch so 
thai Lara can activate it. Enter the white door to 
find a large Medi Pack p then jump down to the 







La . 





bridge. Jump to the ledge on the right (Just 
past the guard raHs}, follow the path then jump 
to the crevice and shuffle left along it. Drop 
onto the next ledge and pick up the shotgun 
shells, then grab the second crevke and con- 
tinue shuffling left and climb up the next ledge. 
Run to the end to find the first Rusty Key. Run 
back and drop down to the brick path, once on 
the path climb up to the first Save Beacon. 

Turn right and |urnp over to the ledge and 
run up the stairs to meet the gun -totting Pierre 





Depont, Turn 
fight and |urnp 
onto the ledge 
and around the 
corner: a small 
Medi Pack can 
be found. Turn 
right and jump 
to the ledge, 

the next ledge contains a large Medi Pack and 
some shotgun shells. Jump down to find a cou- 
ple of holes in the floor a any one will take you 
To the water. Swim down and find the tunnel, 
surface and pull yourself onto the ledge. 
Follow it round to find the second Rusty Key, 
but watch out for the rats. Run forwards and 
grab the Ledge, shuffle left until you come to a 
second ledge, jump and slide down the slope 
toward the Save Beacon. 



From the second Save Beacon, run forward 
and slide down the ramp to The statues, shoot 
the crocs. Climb back up the ramp and jump left 
[□the bridge. Travel to the other side of the 
room and scale the wall then climb the ledge an 
the right. Walk along the Ledges then jump 
down to reach the set of ridges with guardrails, 
jump over to the platform on the right, turn left 
and lump to the door, open it using one of the 
Rusty Keys, Climb up and shoot the two apes, 
jump over to the next platform. Shoot Pierre 
Dupont until he flees. On the next ledge Lies a 
Large Medi Pack, once collected Lara should 




make her way 
up to the high- 
est ledge. Hang 
on to the 
crevice, shuffle 
right and drop 
into the hole, 
shoot the crocs 
and rats then 
save your game. 
From the third Save Point, make your way up 
to the ledges above and hang onto the crevice 
shuffling right towards the white door, lump 
into the green hole and climb to the top of the 
stairs in the room with the golden door. Use the 
ledges on the right to find the switch which 
opens the golden door, grab the Silver Key and 




run back to the bridge with the guardrails. Pull 
the switch to flood the level, and return to the 
main chamber. Swim down and find the smaN 
tunnel, follow the light to find a Small and Large 
Medi Pack, grab the Shotgun Sheik then ^avp 
your position. 

Swim through the doof in the water, grab the 
second Silver Key and swim back to the main 
chamber. Open the right-hand door and iurnp in 
the water, swim down to the tunnel and nnd the 
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Small Medi Pack and Gold Key. Go back to the 
main chamber, shoot the croc and open the 
door by the guardrails using the Silver Key and 
save your game. 

Go to the lock in the wall* shoot the ape and 
open the door below using the Gold Key. Run 10 
the back of the room (watch out for the lions) 
and pull the bJock backwards twice, behind the 
switch. Now pull the block away from the wall 
four times, jump to the ledge and grab the 
Large Med i Pack and two Magnum Ctips P then 
jump in the hole to finish. 



c 



I, Turn right at the first Save Beacon and jump 
over to the ledge. Run up the staircase and 
climb up the wall on the right side of the room. 
Climb up the ledges to find a Small Medi Pack, 
Then run up the ramp and lum left to find a dark 
area. The top of the area contains some Shotgun 
Shells. 

lump into the water in the main chamber 
and find the two doors, look to the right to find 
a narrow tunnel. Follow it through to find some 
Magnum Clips. 




More underwater antics Si Phil insists am 
grabbing pics of Loro'i poiterlor. Just 
wait until his mlitui finds out... 



******************* ** * * * * * * + 1 

OF TIHOCAN 
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Swim down until two tunnels are visible, 
swim into the lower of the two and pull the 
switch at the end. Swim back and move through 
the upper tunnel and climb out of the water. Pull 
another switch and enter the door on the right. 
Climb the stairs and jump to the ledge, pull 
yourself up onio the ledge to the left then make 
a running jump to the ridge in the left-hand cor- 
ner of the room. Pull the Switch at the end of the 
tunnel and jump back into the water. Run into 
the tunnel located at the tap of the while block 
and enter the water, pull the switch at Che bot* 
torn and surface. Take a deep breath then follow 




Climbing up ledf«i is □ handy of way 
of getting te places. It also makes far a 
boring caption,, but what the hay. 
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the c u rre nt i nto t he tu nnel. s w i m _^Jr 

to the end to appear in a small 
room. Use the block to reach the while ledge above, 
turn round and jump onto the next ledge. Manoeuvre 
around ihe ledges to reach the Save Game Beacon. 

Press on and watch out Pierre Deport, jump to the 
ledge behind the blade to find some Shotgun Shells. 
Get to the tap of the pillar and jump lo the ledge next 
to the swinging blade. Enter the door behind the 
blade, run down the stairs and grab onlo the ledge. 
Shuffle all the way to the right then climb up and run 
down the tunnel to find a switch, lump into the water 
and swim to the lowest stair next to the wall, shoot 
the rat and jump into the water. Navigate Lara 
through the tunnel and climb up into a new room 




Arrows streak by In all di Tactions ai Lara 
trle-f t* not to gat skew* red. The exit is just 
a jump away an the far tide of the roam. 



(careful of the cougar)* run into the tunnel and acti- 
vate the switch. Return to the Save Beacon and save 
the game. Make your way io the crevice above then 
shuffle right. Enter the gate and pick up the Go.d Key 
and Large Medi Pack, Return to (he Save Beacon and 
enter the tunnel. Use the Gold Key on the lock, turn 
around and skip along the 
floating blocks, Grab the 
small Medi Pack and enter 
the door, walk into the room 
with the writing on the floor. Here Lara 
must pull the block backwards onto the etched tiles. 
Run around the corner, shoot the ape then enter the 
door and grab the Shotgun Shells and Magnum Clips. 
Walk back to the black and push It 
backwards onto another etched tile, 
shooi the second ape and f rab the 
Shotgun Shells from the room, 
travel back to the main 
room and make 
your way up 



to the white door p pass the slicer and pick up the 
targe Medi Park and Rusty Key. Return to !he 
block and place it over the etched tile, climb up 
and shoot the four rats (run into the room from 
where they appeared to find a Small Medi 
Pack). Push the block over the last tile and 
grab the Rusty Key and Small Medi Pack. 
Now use the keys on the door with two 
locks on either side, then save your 
game at the beacon. 

Slide down into the water and swim 
to the ledge. Run into the tunnel and 
climb upwards then slide down to the 
smalt ledge. Climb the cliff on the 
right and pull the switch, now jump 
back in the water and swim under 
the temple. Enter the hidden tunnel 
then save your game. 
Pull the switch and jump into the water and 
climb up onto the sandy bank to the left. One of 
the temple guardians will spring to life, jump From 
left to right to avoid the fireballs being thrown at 
you. Keep shooting at it until it's destroyed, a 
Save Beacon will then appear. 

Enter the temple and have your guns at the 
ready, as this is the final showdown with that 
pain in the ass, Pierre Dupont. Run around 
the area popping caps into him until he falls. 
Search n>s body to find the second piece of 
tfte Scion, Magnum Clips and a Large Medi 
Pack. Open the 
door using the 
Gold Key then 
read the hiero- 
glyphics in 
Tihocan's Tomb 
tp complete the 
level. 
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i. Run down the staircase past the slicer and 
enter the room. Look on the floor for three differ- 
ent textured tiles, step on all three to open a 
secret door. 

a. From the third Save Beacon, jump onto the 
right side of the slope and hold the jump button to 
reach a hidden tunnel (watch out for the collaps- 
ing platforms). Walk to the edge so that Lara*s 
right side is facing the room, now make 
standing jumps, forward, right, 
right, right, back then right to 
reach a secret room. 
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Drop into the pit then turn left 
and jump into the tunnel near 
dark block. Pull the switch 
and enter the doorway 
behind you, pull the block 
back three times and 

enter the tunnel, grab the Magnum Clips and 
Smalt Medi Pack, Walk behind the second 
block anipull it backward once, run to the 
other side of the block and pull it backward as 
far as you can. Then go to the other side and 
push it into the wall. Climb up to the ledge in 
the corner and shuffle right toward the cave 
(watch out for the panther). Climb up to the 
ledge on the left and pick up the Magnum Clips 
and Small Med* Pack, jump back down and 





shoot the 
mummy that 
appears by the 
Sphinx, then 
grab the two 
Magnum Clips 
at the bottom 
of the water. 
Climb up 
between the 

the palm trees and make your way to the tall 
pillar and find the Shotgun Shells. Climb up the 
left side of the Sphinx and pick up the Sapphire 
Key, save your position. 

Pull the block between the Sphinx^ arms 
back twice, enter the tunnel and use the 
Sapphire Key to open the door When you 
emerge into a large room, climb the ledge 
again at the wall and save (watch out for the 
panther). 

lump down Into the hallway and grab the 
Large Medi Pack. Return to the chamber and 
trigger off the targe boulder, jump out of the 
way and enter the water in the corner of the 




room, Activate 
the switch at 
the end of Ihe 
tunnel then 
swim through 
the door and 
climb up onto 
the ledge. 
Walk to the 
ledge near the 
W gate and push the block forward 
twice and climb up to the Save 
Beacon. 

Jump down to the ledge below 
the door t run up the staircase 
into the room. Climb up to the 
tunnel and activate the switch 
at the end. Return to the 
Save Beacon and pull the 




block twice away from it r Pull the 
block once along the water's edge, 
lump over the block and push it twice. 
Climb up to the ledge with the block on 
It and shoot the mummy cat. enter the 
roam and trigger the switch. Jump 
down and manoeuvre the block so 
that Lara can reach the golden 
ledge. Jump into the hole above and pull the 
switch in the next room, then FLn toward the sil- 
ver gong and jump over to the far ledge. On the 
right-hand ledge Magnum Clips can be found, 
slide down the slope and pick up the Smafcl 
Medi Pack. Go to the Sphinx's paw, jump over 
to the green ledge on the left then jump down 
and enter ihe door Find the Magnum Clips and 
drop down to save your position. 

Look down and dispose of the panthers, walk 
around and collect the Magnum Clip. DO NOT 
pull the switch in the comer as this will block 
your access to the third secret area. Enter the 



' *jf ^^wb 1 si* 



A fence If In Th* wtiy but rhonki to rhi 
wonders ot key* and leckt, iQfQ won't b* 
stuck tor long. 



two lit hallways and pick up the Large Medi 
Packs, run to the back of the room and look up. 
Against the wall a small ledge hidden In the 
shadows can be seen, Climb up and make your 
way to the bridge, follow the path and enter the 
room. Shoot the mummy cat and run up the hill 
to the nexl room* on top of the pillar a Sapphire 
Key is waiting to be collected. Run up the hill 
and jump along the 
ledges, pull the switch 
and go back to the 
entrance. Drop down 
and slide down the 
slope, open the door 
using the Sapphire 
Key, congratulations,., 
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i*Near the large boulder, turn right and run 
toward the dark entrance. Climb the ledge to 
Find a hidden room. 




2. Go to the green 
ledge near the Sphinx 
and turn right, run up 
the slope pull yourself 
up to the highest ledge 
to find a secret area* 

y Run to the middle 
of the bridge (near the 
fourth save point) and 
keep to the left side of 
the ledge. Make a run^ 
ning jump over to the 
secret alcove in the 
comer. 
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jump up the sandy hill Into the hallway. Enter the 
large room with four pi Liars and run to the far-right 
black and pull It back three times. Shove it once 
under the gold door, run into the tunnel where the 




Guesi who! 1 * hop- pan In g here? That'i right, 
Lara'i tripped over her thoelocei, Or 
maybe ihr* lutr picked to me thing up 



faT right block was and shoot the panther. Grab the 
Small Medi Pack then return to the pillars, run over 
to the far left block. Push it left once and jump into 
the water. Swim into a second room and pick up 
the Magnum Clips. Small Medi Pack and Sapphire 
Key. Return to the pillar room and enter the door- 
way in the comer of the room. Use the Sapphire 
Key to open the door, then climb up and enter the 
golden door to find a Save Beacon. 

Run up the stairs shooting the mummy cat on 

the way, 50 to the 
far- left corner of 
the room and pull 
the switch to 
lower the door. 
Grab the Eye of 
Horus the drop 
down below the 
bridge and pick 
up the Shotgun 





Theie huge block* h#ve to be ihifted 
oround to reveal the way ro the Scion. 
Ready? One r two, three, hnnnnnnnnng! 



Shells, Jump into the water to Find some Magnum 
Clips, swim to the surface and enter the hallway 
across from the golden door. Jump up and across 
the stone ledges to find the Save Beacon: 

Reach the highest ledge in the room, then run up 
the stairs. Go down to the green plants, on the 
ground and pull the switch next to them, walk to 
the ledge to the left of them. Drop down and pick 
up the Magnum Clips and Small Medi Pack, Climb 




back to the stair- 
case and run to the 
top. Fait into the 
hole in the ground, 
then run right into 
an alcove. Shoot 
the panther then 
pull the switch. 
Enter the doorway 
below and pick up the 
Magnum Clips. Return 
to the main room and 
run up the newly 
Formed staircase, 
jump over to the 
ledge on the left 
to collect some 
Shotgun Shells. 
Continue up the 
starrs to find a save 
point. 

Jump over to the fenced 
ledge, grab the Ankh at the 
end of the path. Return to the 
ledge and pick up the Large 
Medi Pack and activate the 
switch. Return outside and enter 
the door, run up the staircase then 
jump to the crevice on the right. 
Shuffle right then drop down to 
the ridge, walk around and drop 
down, at the end of the hallway 
lies a switch. Climb back up the 
stairs and shoot the mummy pan- 
ther, pull the switch to lower a third 
bridge. Pick up the Small Medi Pack 
and run around the corner to find 
another switch. Run down the stairs 
past the pillars and look down for a 
white gong, jump down to it. Jump 
down to the ledge on the right then enter the door 
way next to the green ridge. Climb to the stairs 
then grab onto the edge of the wall. Shuffle right 
then run into a large chamber. Make your way to 



the bottom using the ledges to find the Save 
Beacon. 

Follow the hallway on the left to find a switch, 
once activated return to the mummy room. Drop 
down and run past the stairs to a ledge, climb up 
until Lara is standing on a green platform. Run 
across the bridge and grab the Scarab, jump over 
to the adjacent bridge to find the Annubus Seal. 
Dive into the water into the now open tunnel, pick 
up the Magnum Clips, Small Medi Pack and 
Shotgun Shells as you swim through the tunnel 
Now surface to find the Save Beacon. 

Follow the stairs From the left-hand door and 
shoot the mummy while standing on the large 

mound. Collect the Large 
Medi Pack and jump over to 
the staircase, drop through 
the door to return to the 
Sphinx's chamber Use the 
four items to open the door 
which will end the level. 



SECRETS 



1. in the pillars room run to the end of (he ledge 
and jump across the secret stone. A Small Medi 
Pack and Uzi Clips are waiting to be found. 

a. Walk past the pillars once the third bridge has 
been lowered and look for a white gong on the end 
of a ledge. Run and lump to the secret gong to find 
a Large Med) Pack and two Uji Clips. 




Well my fellow Tomb Raiders, next month we fin- 
ish off the Egypt levels and enter the mystical 
world of Atlantis, So until then take a bath, 
restock on some food and wait for next month's 
\ ^aweso m^adventure^Jio be continued..* 





Here we go again", sang 
Swedish one-hit wonders, 
Stakka Bo. 



And indeed here we do go again, for it's the return of the fantastic MEAN 
MACHINES Exhumed guide and all the late nights and hair pulllng-out It entails. 



t RBTURN TO 
AMUN MIN 



If you read Last month"* installment, you'll remember being warned not to fa 
down a large hole halfway through the level. Now you have the Shawl of Isis, 
however, you can float down this hole and find the alternative exit that leads 

lo the Cavern of Peril, if you 

weren't here last month and 
you've got this far on your 
own, I'm sure you're capa- 
ble of finding the hole your- 
self, If not try getting hold 
or issue si through our 
back issues department. 
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Getting off to a good start, this level proved 10 be virtually unrnappable. It 
consists of five or six floors stacked on top of each other, which means that 
the in- game map is virtually useless too P so bear with us. As you start the 
level, you'll see a large pillar thing surrounded by a circular passageway that 
is littered with power-up jars, SitoQt the skulls next lo the pillar to blow a 
hole in it, then jump through the hole and use the B button to float down to 
the bottom. When you get to the bottom, you'll see ihe flame thrower to your 
left. As you pick it up, a door will open ahead and a handful of guards will 
emerge. Deal with them then turn around and head out into another circular 
passageway. Next find a corridor thai slopes upwards to a door. Go through 
here and you'll find yourself on a tiny ledge over a lava pit. Down to your left 



are full health and weapon power-ups, then you need to jump lo your 
right to continue. You'll shortly emerge on another ledge, and another 
jump to your right is (he way forward. The next corridor ends on a 
swamp pit; you need to do a well timed running jump to get up the next 
platform on the other side of the pit. Turn around and look up to your 
left. You'll see another platform with skulls on it, so shoot them to clear 
it to enable you to jump up there. Turn around again and lump across to 
a corridor on l*ie Fdr side of the pit. This corridor ends on another ledge, 
this time over the shaft you floated dowri at the start of the level lump 

across to the other side and fol- 
low the corridor round until you 
reach a long line of jars, with a 
guard over in the distance. Using 
the pistol to get the neccessary 
preskion. shoot the skulls neat 
to the guard to blow him, and the 
adjacent wall, up. There is anoth- 
er guard behind the wall, but he 
is an easy target with the pistol. 
As you kill him, fireballs start up 
ahead. Carefully avoid them and 
press on. Around the corner Is a 
massive gap over a lave pit. and 
as you approach the edge, the 
wall on the opposite side will 
explode and a fireball stream 
starts up. So not only do you 
need to do a floating jump to get 
across, you also have to evade 
the firebdUb. Ont-t yuu tuuiii 
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down on the other side, 
however, the fireballs stop. 
Run round into the next 
room and Look up to your 
left. Throw bombs up to (he 
bad g uys on the steps, then 
jump tip, avoiding the hole 
fn the floor before the first 
one. At the top of the Steps 
there is another gap to lump. 
You'll need to do a floating 
jump onto a small platform, 
the drop down Lo a platform 
in the middle* of a Swamp pit. 
Jump from here to another ground level 
platform, then up lo your left io a platform 
wfth a door. From here it's plain sailing to 
a lift up, men across a bridge and through 
a door to the camel. 










From the start, drop Into the water then go to 
point one and take the lift up. At point two, a 
load of mummies will come out of a hidden 
room, The ones at the back will Fire, and kill 
their comrades. Take out the rest with bombs 
or the M6o. The same thing happens at point 
three. Then go to point four, taking care to 
jump the fireballs on the way. If you look 
round the conef ai point four, you'll be able 
to see some skulls on a ledge. Blow them up, 
then avoiding the fireballs, go round to point 
five. Another fireball will pass over your head 
and destroy the wall fn front. Walt for three 
similar explosions, then Jump up and grab the 
Time Symbol at point six to stop the fireballs. 
Go through the Time door adjacent to point 
two, then jump across the gap at point seven. 
Follow the walkway round to point eight and then jump to 
point nine. Sounds impossible? Well if you do a running 
jump at point eight and hold the B button to Moai. you can 
steer round the corner and land at point nine! Then collect 
the Symbol of War at point ten and go through the War door 
lo the big hole in the ground at point eleven. You'll need to 
float down this hole, and it helps to look down too, as there 
are several fireballs to avoid on the way down. 
You'll land at point twelve on the second map. From here go 
to point thirteen and hit the switch there to lower the pillar 
ahead of you. Now go to the lift at point fourteen and take 
(he door on your right. This brings you out near to point 
one. Next, go to pofnr fifteen by way of point seven, then 
Jump carefully across to point sixteen. Do a Floating leap to 
get arro^ to point sevpntepn, thpn jump again to point 
eighteen. Hit the floor pads at both point nineteens to drop 
the next two pillars, then jump into the water and swim 
back to point seven. There Is an underwater passage That 
takes yog back there, bul we'll leve you to find it. Next jump 
across the gap fium point btven again and go to point 






twenty. Do a Floating leap across to point twenty one and [hen hit the floor 
pad at point twenty two to drop the final pillar Go back via point three to 
point twenty three, which is located on a floating platform. There is a full 
health restore in a cavern to your right, but the exit is straight ahead at point 
twenty four. 




This level serves as a bit of mercilful relief after the 
last couple of blast-fests. Firstly collect the Symbol 
of Time from point one H then go to point two and 
shoot (he skulls to your right to dispose of the 
mummies. Next make yuur way through to the lift 
at point three, whrch enables you to reach point 
four, a platform suspended over a large room. 
Jump across to poinl five and hit the switch there, 
then retrace your steps to the start of the level and 
go on to point six. On the second map, hit the 
switch at point seven to deactivate the laser traps 
at your next destination. Go back up to point four 
and drop down to the platform at point eight, 
where you will collect another symbol Drop down 
again, back to point seven, and then work your 
way through to the lift at point nine. At point ten 
you'll see a large hold in the floor. Drop down here 
to pick up the last symbol, then drop down again into the 
room at point two. So retrace your steps again and go 
from point seven to point eleven where you can pick up 
the Protective Anklets of No One Imparticular. These give 
you protection from swamps, as well as partial protection 
from lava p and oddly enough you have to walk through a 
swampy bit to reach the camel at point twelve, 
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Wow you have the 
Protective Anklets of 
Whatsisface* you can 
reach the second exit on 
the Karnak Sanctuary 
level Go to point one, 
which is the corridor popu- 
lated by spiders and and 
An nobis Guard. Then go to 
point two. kill the guard 
and the birds, and drop 
down into the swamp. 
Follow the winding swamp 
passage through to the 
camel. God knows how it 
got there though... 




Go forwards to a large pillar with a kind of grating on it. Throw a bomb at the 
grating to blow through it and pick up a full weapon restore. Throw another 
bomb to blast out the other side, then jump off the platform ahead, but hold 
down the & button and float down to another platform underneath which holds 
the Symbol oF War. If you (hen jump into the water, you'll find an underwater tun- 
nel that leads you back to the si art. Surface here, then return to the pillar room 
and take the door on the left. Stop halfway along the bridge, and turn to your 
right so you can see a symbol on a ledge above 
you. You can now do what Is technically termed 
as 'cheating 1 . If you angle your view down, then 
lump up and press B,you1L float down slowly. If 
you throw a bomb at the top of your jump, then 
the blast will force you up high into the air. 
Press forwards and you'll reach the platform 
straightaway Beware though, as this technique 
drains some of your health. Collect the key, 
then turn left at the pillar room and float across 
the gap to the door. From here, fight your way 
through to the camel 
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five "here are more 
bombs, and (he Time 
Symbol. Go back the way 
you tame, then open the 
Time door at point $1*, 
Move back a little bit , 
then throw a bomb into 
this newly opened room, 
it will catch some of the 
mines and blow a hole in 
the floor. Go down 
through this hole, and 
then look for a dis- 
coloured patch on one 
wall. This can also be 
blown through. Swim 
through this new hole to 
point eight, did surface. 
Look down again to shoot 
the mines. Swim down to 
the bottom of the shaft, 
and 'bait* the fish by wait- 
ing until they are close 
and then swimming back 
to the surface. Now you tan take them out at your leisure. Next 
swim to point nine, and then upwards to collect the next Symbol 
Return to the first area of the level, then go through the next 
Symbol door at point ten. Take the door to the left, kill the fish and 
head for point eleven. Surface here, and climb out of the water Go 
through the door ahead to collect the third symbol at point twelve. 
Now go back through the Time door (point six), and swim down 
through the hold in the floor You should see another Symbol door 
at the bottom, so open it up. There is a hole in the floor of this 
room, so swim through it, idke out the fish and head for the door at 
point thirteen. The next section contains door*; rh^t r iutnmatirally 
close, so be on your toes. Swim up to collect the final Symbol. War, 
then head for one of the two doors ahead before they close, Follow 
(he resulting passage until you reach the room behind the Time 
door. Return to the first area, open the War Door and go to the 
camel at point fourteen. 




This has proven to be the hardest level yet encountered, due to a combination of 
lots of deep water and Joads of highly annoying Piranhas! Bear in mind that any 
health pick-ups collected underwater will boost your remaining air time, But don't 
forget to come to the surface now and again! If all three levels of your health bar 
are charged up. you'll survive for a couple of minutes longer it your air should run 
out, Jump into the water at the start and take out the two fish. You'll see three 
brown stone ball things under the bridge at point one. These could best be 

described as proximity sensitive mines, 
and so should always be taken out with 
bombs or the Cobra Staff. Next go through 
the underwater door at point two - it will 
open automatically foF you. Inside you'll 
see more mines, so blow these up careful- 
ly. There will be another auto-opening 
door lo your left, so go through it and take 
out the fish. In the next room you have 
good opportunity to surface. On the sur- 
face you can use normal weapons, so If 
you select the pistol or M6o and look 
down, you can shoot out the mines below 
without wasting precious bomb ammo. 
Once this is done, swim down to arrive at 
point four on the second map. Go through 
to point four, taking out the mines first, 
and swim upwards. In the room at point 




Yes r Exhumed will be back aw in in issue si as we present the 
final (no really) part of our guide to this mammoth game. 
Hopefully Ste won't get stuck on a level like the Sunken Palace 
for three days again like he did this month, and if you're lucky 
we might even recap on where to find all the weapons and 
items. Be patient, Servant of Rameses, it's nearly over. 



Sega s Worldwide Soccer '97 widdles on any other attempt at a soccer game this 
year. But if your attempts in Europe are about as successful as John Major's, 
maybe our observations will help you somewhat 




TEAM TACTICS 

Normally you would skip 
past forma lion screens in a 
football game 'or .ill tlvi- use 
they a r* 3 , but players in 
Worldwide Soccer usually da 
play in position. Waal's more 
you can study your op po 
nent's choke of formation 
arid counter it with one of 



There are three methods of 
tackling, and the one of choke 
depends on the 
quality of the 
team you face. 
For the poorest 
teams, you can 
pick up the ball 
just by standing 
in their path. Normally, howev 
er, you will have Jo at least 
play through with the pass 
button. If you Lime this when 
the players touch, you should 
take the bait from all but play 
ers of the best teams. The slid- 
ing tack If has a ri^k of a Fql.1, 
but not if used within the arc 
shown here (a). 

The tackle should be started 
well before the player Is inter 
ceptedp so the tackier is able 
to get up and carry on with Ihe 
IMI Later than thai and the 
tackier will take too long to 
get off the ground. If ihe tack- 
ier rs not in a position to pos- 
sess Ihe ball, tap the R button 
to select the nearest player. 

By the same token, if you are 
being tackled, pressing the 
pass burton as you meet will 
play the ball through ihe tack- 
le and you have a good chance 
of staying in possession. 
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your own. Their choice is 
mainly down to the country 
and slays the same with 
every game. Its best lo 
adopt a midneld formal ion 
eanty on in ihe game, to get a 
feel far the opposing learn. 
Mosi of Worldwide Soccer is 
played in midfield anyway. If 
you score easily, move for- 
ward with a third striker and 
reduced defence, if your goal 
was more down to iuck, or in 
the second half boJsler ihe 
midfield arid defensive posi- 
tions. Make sure your star 
players are playing in thp 
centre field , and (hat your 
sinkers are on the wing thai 
btU suits ihwr leading fool. 



THE 
SHOOTING 




CYCLE 



When shooting at goal, the 
player has an animation cycle 
for which you should hold the 
button all the way through for 
Optimum power. The problem 
is, high power also means 
greater height, and belting trie 
ball from within the box often 
sends It over the bar. On the 
other hand* sharp taps send 
the ball rolling at a pitiful 
pace. Ihe strongest shots 
come from those taken while 
running, or on the volley. 




There are two optimum shoot- 
ing ranges for successful 
goals, shown here (b)> Hie 
long range shot often works 
because a high degree of 
after touch Oe, banana shots) 
Is possible and the goalie 
doesn't become alert until you 
come within a certain range. 
The close range shot comes 
into play if the player gets 
within the penalty bo*. The 
best approach lo the goal- 



COUNTRY TACTICS 

You won"! renlly make out 
Ihe individual team program 
rning until you siarl lo play 
at 'hard 1 and 'very hard' lev 
mK Al i. urn ,il li.^. l, Iht' 
team's make such basic 
slM!i*sii rnuiv v»" 4.111 
trounce I hem every time. 
Above lira! level. They play a 
lighter game. 

tOUW 

AMERICAN TEAMS 

They show the greatesl ijiill 
skills, wilb players who can 
make ions through ihe mid 
field and shimmy past 
defenders. They are less 



keeper is actually head-on 
Time the kick from a few yards 
as he will predictably bend for 
Iht ball allowing you to chip li 
over his shoulder. Attempts 
from the edge of the box are 
rarely successful except for 
rebounds, as the effect of 
afterlouch is limited and the 
goalkeeper follows your move- 
ments. 




The solid presence of players 
and the closeness they mirror 
Their opposite number can bp 
turned to your advantage. 
Although obstruction is a foul- 
ing offence in the goal area, 
WWS doesn't recognise this, 
so a body in the way is a last 
dilch chance to prevent a goaL 
Also, by shadowing a player 
up the wing, you can force him 
in to a wide position from 
which he has little chance of 
scoring, 



INTERCEPTIONS 



When the ball is in the air, 
press ihe lop left shift button „ 
then C a second or so before it 
intercepts to play one of sev 
era I clever mid-air intercep- 
tions. Heading is the most 
common of the be, and you 
should really aim to intercept 
40-50% of the goalkicks that 
come your way. K*s probably a 
good idea <1 you fiddle around 
with the formations for the 
better success rate. The chest 
and volley moves are selected 
if the ball is in the correct 
position. This should easily 
improve your interceptions. 



comfortable with a Ions ball 
game, played deep into their 
defence, 

SECOND LEAGUERS 

The Israel's and Japan's and 
I heir [Ik play a basic and pre- 
dictable game. You will be 
able to rob them of the ball 
without risking a foul. 

ItttlM EUROPEAN 

lliily and Spain play colourful 
games with plenty of passing 
plays and surges forward. 
They are quite easy lo hit on 
the counterattack, if you're 
prepared to put men forward. 




Your player's generally have 
high stamina levels, so you 
can use the speed burst but- 
ton a Lot. One of the best uses 
is just as you come to pass a 
defender, press a diagonal and 
speed to evade him, 




Effective use of the coaching 
option really comes with prac- 
tice, but - \ useful for set- 
pieces like goal kicks, square 
crosses when you're level with 
the box, and corners. It pulls 
most of your midlield into 
potential scoring positions. 
The most effective move with 
this is the chip button (C), by 
crossing the ball back into the 




NORTH EUROPEANS 

From Germany lo Ihe 
Sc.mdos, these learns all 
play slow passing games 
wilh varying competence. 
The weaker teams have a 
tendency to bring too many 
men forward, exposing the 
detente. 

ENGLAND 

Maybe as g result of 
Shearer's SLinerl.itive 
Summer at Euro "96, Ihe 
England learn seem lo pull a 
special tank of crossing 
almost level with the posl 
and conner ling with a well 
timed header. 



centre, top right to select the 
closest player, then C for a 
header or volley. As long as 
you're not almost level with 
the goal, this creates confu- 
sion in the opposition defence 
and a gap Tor your forwards, 

CEDED 

Use of the advanced shimmy 
technique comes in very 
handy. It can be used to 
wrongfoot opponents, or 
change direction with the call 
quickly. In the goal area, a 
shimmy will misdirect even the 
more intelligent goalkeeper. 



LONCBALL 



A rather un subtle (rather 
British) mode of play, which 
makes good use of the chip 
button. Making long chips 
from a position just inside 
your half will often conned 
with your forwards who can 
find a gap in the defence — 
generally, computer oppo- 
nents push too many men for- 
ward. The best results come 
From playing the long ball up 
the wing, rather than into the 
centre of the field. Use after- 
touch by moving the Joypad as 
you kick, lo bend the ball. 



If you don't alramdy 
own WW 5 '97, buy it If 
you can't afford ft r iteal 
it. Only falsing, kids. 
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Virtua Fighter 2 




AM2 s arcade classic. The sine 
qua nan cP 3D fighting pom 
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Virtua Cop 2 



go 




It's pretty much arcade perfect 
That s all the encourajfflieirt 
you ae«d to toy it. 
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Fighting Vipers 
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braoffl-'em-vi. 
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Daytona USA CCE 
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berythini the ortpal imr 
was 
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Tomb Raider 



Forprt FMV, this is *rt*t 'inter- 
active movies" should lie like. 
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CM Thunderhawk 2 
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Virtua Fighter Kids 
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i Madden NFL '97 
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NHL Powerpiay Hockey '96 
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Sega Ages 
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Street Fighter Alpha 
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BE FRIENDS? 



Dear Mean Mall. 

-I hat? the Saturn". "I hale the PlayStation". Oh, 
please give me a break - the two biggest selling con- 
soles of ail time and all we tan do is stag them off. 
Now. I own a PlayStation and a Saturn (you see I 
saved over the years but enough about that) but it 
seems that nowadays we can't be happy with what 
we + ve got. It s always vlrtua Fighter 2 Js better than 
Tekken 2 and vice versa. Well what a lot of bull*!%7. 
Quite personally I prefer Last Bronx to either of the 
two above. I already own fekken 2 and VFz and they 
are bq|h extraordinary games for each console. 
What I'm trying to say to all the readers is "Don't be 
biased, be happy with what you've got*. Plus I 
would like to hear your opinions on my comments. 
Thank you very much plus I loved the new look and 
the CD. keep up the good work. 
Yours, 

Steven 'No Punctuation' Brown. Glasgow 

MATT; How far ace we going to get Into the issue 
before Nick lowers the tone? 
STE: Biggest selling consoles? I don't think so! 
GUS: But over time, Ste p I think they both will sell 
more than the Megadrive and SNES. 
STE: I agree with his sentiments, i have both 
machines and they're both great. 
GUS: I think inter-machine rivalry Is good fun as long 
as people don't start believing all the hype. 
NICK: I went to the Sony parly and a Ihhe birds were 
quite Friendly to me. 
STE: Matt didn't go - that's loyally. 
GUS: When it comes to conversions we try to be 
unbiased — Destruction Derby, for example is a crud 
Saturn game. Then again. It's not such a good PSX 
one. 



/ WANT A MODEL 2 BOARD 
IN MY ROOM! 



Dear Mean Mall, 

I have had a Saturn now for just over a year and I am 
a bit disappointed at both the Saturn and the games 
For it. First of all the Saturn: I bought it for one 
game and one game only, Daytona USA. I loved the 
game in the arcades and hoped that one day I could 
play the game in the comfort of my own bedroom 
without paying £1 a go. Then Sega released the 
Saturn and a few games a couple of months later, 
and the first thing I did was buy the Saturn plus VF 
and my favourite game, Daytona USA. Virtu a Fighter 
was near arcade perfect and Daytona was okay until 
I loaded the game up and heard the awful music of 
the Intro, Why didn 1 ! Sega use the exact music from 
the arcade and why didn't they produce an exact 
arcade perfect conversion? I found out that Sega 



had rushed their conversions, but that isn't an 
excuse. I also found out that the Saturn is less pow- 
erful than their arcade boards which explained the 
poor conversions. What I want to know is why Sega 
didn't release a machine that could handle their 
arcade machines because after alt. all myself and 
others were wanting were arcade machines in our 
own home. So couldn't Sega have just have released 
a machine lhat contained their arcade board(s)? 
Second of all. I like the Saturn and most of it's 
games, but the games are just crappy conversfons of 
PlayStation games, Two games I have got are FIFA 
'96 and Need for Speed from EA They we*e both 
released on PlayStation first and looked goad in 
graphical terms when I saw them running on my 
friend's PlayStation but when I bought them for my 
Saturn I noticed thai FIFA's players didn't have num- 
bers on their shirts and the graphics were more pixi- 
lated and in Need for Speed the FMV intro looked 
more blurry than it did on the PlayStation which 
leads me to believe that EA make their games on 
PlayStation first and then they convert the games 
from PlayStation to Saturn which makes the games 
look second best. So what I really want answered is 
1) Why Sega released a games machine that Is less 
powerful than their arcade boards? And 2) Why do 
we get PlayStation conversions all the time? 



Yours, 



William English. Aberdeenshire 

NICK: I had a 'model" m my bedroom 'too' but she 

wasn't 'bored'. Geddit. 

RICH: (Calls over from Saturn Mag):The model 2 
board is approx, 40 times as expensive as a Saturn. 
GUS; I think youVe being unrealistic. Wilfiam, For the 
price, the Saturn offers amazing conversions. If you 
want the real Daytona* youVe going to have to spend 
several grand. 

STE: The Saturn is the same as the SJ V board. 
WATT: And there are ST V games still being made. 
Arcade games are always going to be a step ahead. 
SUSs I think it's sad lhat you're disappointed with 
the likes of Fighting Vipers and Cop 2. By the way. 
Need for Speed PLAYS much better on Saturn. 
STE; EA have lost it anyway. 



CRR! I M AN ANCRYBOY 



Dear Mean Mall, 

I am writing to you with sheer disgust. As the 
Summer holidays approached, me and my brother 
looked for a good Saturn gamp To spend our hard 




BEST LETTER 



OKAY. I ADMIT IT, THE SATURN'S GREAT! 

Dear Mean Mail. 

I am writing to congratulate you on the CD 
demo issue. At £2,75 it's briilianl • please con 
tinue doing this at Ihis price. Currently ( do 
not own a Saturn, but hopefully that will 
change very soon as Tm selling my 
PlayStation in order ta buy a Sal urn. I have 
had a Saturn before when (hey first cam* out* 
and the reason why I'm going bar* to it ^ 
because of I he quality of the garner. The 
Saturn has AM?, what top quality arcade ream 
does the PlayStation have? Sega has games 
like VF2. Rally. VC 1 & 2. Fighting Vipers, 
NiGHTS, Worldwide Soccer* etc. All are eacel ^< 
lent games, some with more additions than 
the arcade versions. Thafs what I call sup- 
port for a machine. With my PlayStation* J 
have both W^ouls, Tekken ? and Space Hulk 
and when I compare Tekken 2 to it's got 
to be VFz. Please print this letter because I for 
one am sick of PlayStation owners slagging 



off Saturn owners. It might be true that Sega 
sells more machines than Sega, but most of 
5orry*s have faults and their owners get recon 
ditioned m&duries in return. And who wants a 
co joy of Ft which is bussed when you can 
have R Lilly which is excellent. Keep up the 
excellent work! 
Yours. ]l f 

Stephen Sigley 

NICK; Tve had the experience of going lo my 
mutes' houses playing Fi and Tekken 2 all 
night, then them coming round to mine and 
playing Sega Rally and Virtua Cop 2 r for some 
reason the you can't compare the atmosphere 
ut the Sega evenings with the Sony ones. The 
Sega games are more sociable, 
GUS: A lot of people fell let down with the ini- 
tial Saturn games - even Sega recognise 
that. bu1 the amount of quality releases com- 
ing now means ih^l 's history. And arcade 
games are generally better on Saturn, 



earned cash on We turned to MEAN MACHINES 
for advice and saw that you highly rated the new 
Actua Soccer game. Euro '96. We bought if, and 
after what must about half an hour we wished 
we hadn't. How could you give it over 90%?! The 
gameplay is crap - shoot (if you could call it that) 
and pass! The options - practice or Euro! (wow!!) 
crowd - crap! graphics - crap! plus the game is 
so easy my mam would complete it first time like 
we did, How could you say it's the best "footie 
game" yet because it Is not and me and my 
brother bought it on your review - what a mis^ 
take that was! Were you bribed or insane to rate 
the game so highly? I have every issue of your 
mag and I know that it is not usually so low qual- 
ity as this issue. I now look forward to a review of 
FIFA "97 so I can flog Euro '96 and buy that , 
Yours, 

Richard Stevens, Nuneaton. 

PS. I bet you don't have the guts to print this! 





STE: Who reviewed it? 

GUS: ER... Marcus and Claire. No. that's a cop out. 
I admit that we got it a bit wrong with Euro '96. 
STE: We recommend Worldwide Soccer above any 
other football game. 

MATT: Here are my buying tips: Dragon heart, 
Revolution X - anything by Acclaim or THQ, 
(in the background Phil Loses Steve's game of 
Exhumed) 



ALL I WANT FOR 
CHRISTMAS 



Dear Mean Mail, 

I Ve just bought MEAN MACHINES and I think it's 
brill But I'm not writing to say how good I think it 
is, I'm writing to say I have a mega problem. I hale 
my Megadrive now and I don't know what I want 
for Christmas, a Saturn or a PlayStation. All my 
friends are saying get a PSX, hut I'm a Sega fan. 
So please, please send me the good/bad news for 
the two consoles, and your own opinions. 
Yours, 

Jay I'm not a computer nerd 1 Dodah, Purley. 

STE: I never got anything above £30 for my 
Christmas. 

MATT; The Saturn has fantastic arcade games. 
NICK? Here are The good points; Die Hard Arcade, 
Sega Touring Cars. Dead or Alive, last Bronx, 
SuperCar, Sonic Fighters, Virtua Fighter 3, Wave 
Runner. X-Men Vs Street Fighter., 
GUS; We get the point. 

JASON: And Candy from "Vipers. That's my good 
point. 

PHIL I like the horse from P avion a! 
NICK: So? 

MATT: Yeah, there should be more animals in 
video games. I like skunks me. 
GUS: Htum... I wonder why? 
NICK: Hold on a minute! I thought I had the 
monopoly on bad personal hygiene around here? 
Hey, did I tell you about the time that I forgot to 
wash my hair for a good six months? Lads? Lads... 
(Cue sounds of MEAN MACHINES team shuffling 
ten feet away from our talented but scruffy 
designer). 

SANDRA BOLLOCKS HERB 

If it isn't one thing it's another, and due to severe 
ineptitude on my part, I managed to mishear 
Steve's e-mail address last month. So in actual 
fact, what you want to be doing is mailing us on 
stevodotaku.com (no capital letters or any of that 
jazz). Steve typed it in himself this month, so Ifd 
had better be right or there'll be trouble. Anyway, 
we're moving offices soon (AND BOY. WE 
CAN'T WAJTf) so the address will probably 
change again. Flippin* typical. 
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100% PURE DRiVEL 
FROM OUR MORE 
GIFTED READERS... 



D 



The bird droppings on your column 
are more attractive than you. 



Martin Conway, Papworth Everard 

YOB: The bird droppings say Thank you 
very much Martin. Martin In that little vil- 
lage with a silly name we've never even 
heard of and probably Isn't very Impor- 
tant in the general scheme or things" 
Cheeky little guano, ain't they? 



Oi Yob, yes you. stop slobbering 
over my great gran and read t his. \ 
like Sega and this mag is great and so 

are you but I feel like taking the mickey 
out of someone so who better than an 
ugly iwat who trys to be hard and fan- 
cies himself. I bet you fancy grannies 
and if J had my way I'd get my gran to 
five you a slap! Yes a slap! By the way 
you're not hard and everyone knows that 
in your picture when you Ye siobbering 
to try and look hard you're actually slob- 
bering over the granny taking the pic- 
ture, (who by the way could cane you). 
Bye Yob (you twat!!) 

From LUtQap 

P.S If you take the mickey out of my 
name my next letter will have a bomb in 
it you *$?!# git, alright!?! 

YOB: This letter is so fantastic I Just had 
to include all of it. I think Mr, Whiffy here 
has something of an unhealthy granny 
fixation and would benefit from tin medi- 
ate medical attention. Preferably from a 
doctor with a shotgun. I would take the 
mickey out of your name, but since you 
appear to have forgotten to Include your 
real one, I can't. Sorry about that, you 
pathetic waste of space. 

f~j You stink of dog crap and you are a 
^ puffy git so answer these questions 
before I come round and knock your.... 

leff Hey. Yorkshire. 

YOB: The crap you can smell fs more 
likely to be the pungent aroma of your 
breath and. In case you hadn't noticed 
for the past six years or so, questions 
get answered in U+A* so hoppit you hor- 
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Tmon ladies and gentleman. Roll up. roll up and 
ask the MEAN MACHINES Editor the luverly Gus. a 
tri<k? question or two. No problem is too big. no 
answer is too informative. If you wanna know 
what Mark Maslowiti eab for breakfast or whether 
Nixk changes his underpants more than once a 
month then the mighty one is the man to write to. 
Send all letters to: Q & A. MEAN MACHINES SEGA, 
10 32 FARRINGDON LANE. LONDON. EUR 1AU. a 



ranpom tr^WT f Pierre 

M/GAVC YOUR PATTERN} 



Dear Gas, 

lama new Saturn owner, and i have a few ques- 
lions. Please answer them or you'll break my little 
heart. 

i, I missed the review of Alien Trilogy, but what 
makes it a 15 certificate? Apart from the carcasses 
and acid on your demo CD, is it very gory? 
2 I have Sega Rally, BUG! and Clockwork Knight. I 
wilt soon be getting NiG HTS too. Which do you think 
are ihe best out of Tomb Raider, Keio 2. Wipeout and 
Sim City 2000? Or should I wait for BUG TOO! and 
ID4? 

3. The cover CD on issue 50 was brilliant! When will 
you bring out the next one. will the mag price go up, 
and will there be a set time for each CD? {eg. every 
five mags) 

4, Oh yes, and what happened to the Wild 9s review 
1/i issue 50? 

Yours faithfully, 



Michael Gilllngham, 
Bea minster, 



GUSn. Killing people (even if 
they are infected Space 
Marines) generally doesn't 
jo down well with the BBFC 
(the censors) who recom- 
mend a rating. I*m sure 
Acclaim thinks the is rating 
gives the game a cachet too, 
2. Tomb Raider, without a 
doubt. 3. There is no set date 
for another demo, but we are 
pressing Sega hard for more of them. At the 
mo rnenl, these discs are controlled and made in 
Japan, creating some difficulties, but it Is our goal to 
have more of them in 1997, 4. It wasn't a review — 
Wild os is not expected until Spring 1997. We decid- 
ed to wait and get more details from Shiny, and as a 
matter of fact, I e mailed Dave Perry just last week... 

Dear Gus, 

I will soon be getting a Saturn, but I need some 
advice on what accessories and games to get for it, 

1. The arcade racer will come with the Saturn that I'm 
getting, what games can you recommend For its use? 

2. Can you buy a memory card for the system? If so, 
how much would it cost and what does ft actually 
do? 

3. Is Ihere a version of Doom for the Saturn? 

4. Which is better, Alien Trilogy or Doom? 

5. Should I bother with VF2 for the Megadrive as I 
will have it for the Saturn? 

6. Finally, my friend thinks that PlayStations are bet 
ter than Saturns, but I told him he was I a I king crap. 
Was my friend right? 

Thanks for your time, 

Erik Smith, Cumbernauld. 

GUSri. Oaytona USA CCE. Sega Rally. 2. Good news 
- you get free memory with a Saturn (unlike the 
PSX where you must buy cards). Your Saturn has a 



battery-powered back-up with 
enough units for about 6-7 games. 
You can buy cartridges for £i$-io 
that will save many more than this. 
The cartridge saves positions, scores 
and secret modes and Bo%+ of 
games use some sort of memory 
function. 3. There witl be when this 
mag is out, 4. Alien Trilogy. 5, 
Absolutely not. 6. No, He will proba 
bly give you lols or examples but just 
say : Vlrtua Cop 2. NiGHTS. Quake, 
Virtua Fighter 3. 

Dear Gus, 



Please answer ihese questions: 
l.Congratulations on the new Look mag. it's a big 
improvement over your old look. But why did you 
get rid of the Effects and Animation ratings in your 
reviews? Thai extra level of detail added la the qual- 
ity of the reviews and made them more informative. 
2. 1 know you really hate these questions, but cauld 
you rate these games best to worst, Actua Golf, 

NiGHTS. Disc wo rid. Tomb Raider, 
NHL Power play? 

3. Should I part exchange FIFA 
l o6 For the best game in question 

2? 

4. The demo disc on issue 50 was 
great, but is there any chance of 
a playable Tomb Raider demo? 

5. Is Ultimate Doom on the 
PlayStation as good as Exhumed 
and Alien Trilogy? 

6. What is your favourite Saturn 
game of all time? 



Til t now comfy Jap Set urn 
pad. Th« UK one (t black. 



Doom may b« a clank garni but 
Now will It rat* 0 go I nit th# I Ik* 4 of 
Exhurn*d end Allan Trilogy? 



Edward Hetherington, 
Sunderland. 



GUS:i. The removal of these two ratings was a per- 
sonal decision. I felt that more detailed information 
in the remaining boxes was a better use of space, 
and you'll notice these comments are longer. When 
people enjoy games they tend to regard the visual 
and aural aspect of the game as a whole, not in 
terms of static and moving graphics. That's my opin- 
ion - we're out to give a view, not a set of statistics. 
2. 1 do hale them - how can you compare golf with 
hockey? But,.. NiGHTS, Tomb Raider, Actua Golf, 
Powerplay Hockey Disc world. 3. Better, exchange it 
for Worldwide Soccer '97. 4. Hot from us. but there 
is one on the next Saturn Mag, 5. It Is noL 6. 
NiGHTS. 



VNt U ll unvWAT SAMGT 
ARB SGOP ON JVVTURN. 



Dear Gus, 

I have been reading your mag for ages and have 
never had anything printed in it* so could you please 
answer my questions, thanksf 

1. When will Ultimate Mortal Knmhat hp nut on th* 
Megadrive? 

2. Do you actually review Megadrive games any- 
more? 

3. When will Sonic fighters be out on the Saturn? 
4* When it does come out what new options will It 



have, and will it have any secret 
characters? 

S Will Killer Instinct come out 
on the Saturn 

6. Is Guardian Heroes any good? 
Thanks mate, 

:Scort Cormack. Buckie, 
Scotland. 

GUS:i. Should be now. 2. If we 
get them yes. There has never 
been an issue without one. 3. 
don h l know. 5. Never. Thank God 



Same time '97. 4 

it's such a SAD game. 6, ft's okay, but I think people 
went overboard. 



VIC ANP 000? 
fWOOTTNS STARS* PAW 



Dear Gus. 

Please answer these questions, 

1. Are there any plans to bring out Warcraft 2 For the 
Saturn? 

2. Will there be any Star Trek or Star Wars games for 
the Saturn? 

3. Is Starfighter 3000 any good, as I have it for my 
Archimedes but I would like it for the Saturn? 

4. Is Warhammer out for the Saturn? 

5. 1 recently bought a Saturn and the control pad is 
different to my friend's, who bought his in April, Was 
there something wrong with the first one or did Sega 
just change the design? 



; R. Muschamp, Leeds 

* 

I @MEANNAME:GU5:i. There were mumblings about 

I it, but they came to nothing, 2, Amazingly, none are 

; being talked about, but I think it's inevitable that 

; some will. 3. Okay, 4. No. 5. Sega changed the 

; design. The original Euro Saturn pad was chunkier 

I than the Japanese as we apparently have bigger 

* hands, but it was a bit horrendous. Sega sensibly 
: restyled the pads along the lapanese lines. 

* Dear Gus, 

i 

; Please answer these questions or I'll kick the s**t 
I out of you. 

I 1, I've had a Saturn for a year and I want to get SWS 
j '97 and i want to know whether it's a FIFA type? 
; 2. When is the Saturn keyboard going to be 
: released? 

I 3 When is the Saturn Internet released? 

■ 4, When is Manx TT released? 

: My brother and his friends are all getting a N64 

* and they are all teasing me saying Nintendo are 

I going to kick Sega's ass so can you give me some- 

■ ihing beiier abuut the Saturn to shut them up with? 
■ 

: Marcus Stuckey, Bristol 
■ 

; GUSn. Fans of FIFA will enjoy Worldwide Soccer, as 

; m HH **m* hut b<itt*r. 3. The Netlink h« no firm 

; release date, but the keyboard follows shortly. 3. 

< See 2. 4. fVe been told March, but I've seen nothing, 

; S' Ask them what decent games apart from Mario 

; Kart they intend to buy- I've played Wave Race and 

* Pilotwings and they get boring very quickly. 



SEWERS 

The fetid area under the island is the testing ground 
for platform skill. The simplest areas involve copious 
era te-f urnping* the more complex propyl Garian 
through sluice gates above iobbies bobbing in the 
jrrent 
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MINING AREA 

Slave labour works the rich seams of 
Bilanium here using mine mechanisms 
that lead down to lava lakes below the 



■ 



A 



KURT LI EG EN'S MANSION 

Only encountered in Parallel 3, the sumptuous surroundings temporarily phase 
Garian* who then has to contend with trie laser security measures to retrieve the Diary 
of Wouda. 



Vardtii: You thieving littk 
111 cut jour fight art off 
vith ay ovn hands! 



I'll 




GARIAN'S 
DIARY 

The menus for objects 
and status are kepi 
pretty simple. Gar tan 
has a diary that reveals 
his level, equipment 
status and inventory. 
There are no great piles 
of objects to discover in 
Dark Saviour. Mostly, 
the correct key or an 
informative book is 
your short-term goal. 



SCO 



GRAPHICS i 



Dark Saviour 
looks 

strange. Boih 16 bit and 3? bu 
with Us detailed sprue characters 
and complex backgrounds. T h <* 
besi panoramas are 
Mu nnmg, and there s i 
an overwhelming 
variety. 



SOUND 




All \\>i- IVLJ:lt 

is generated 
by ttie Saturn chip and wiihm th^r 
there s a mix at dramalic overture 
and shameless pop. The sound 
effects vary m qualny bui the over 
all eflect is strong. 
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have a wonderful charader all I heir 
own and Djrk Saviour \\ nveung 
Bur we have reservations about ihe 
barilr s>srem and gen 
eral easiness. 
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LASTABIUTY 



The 

Parallel 

Plot system is rather mind bending 
and hmshing ihe first pan may 
make rhe game seem loo shorr bur 
Dark Saviour has novel 
ways oi lengthening 
its shelf life. 




POLY MAX 

Climax's custom-designed Hyperion 
Perspective is behind the isometric 
graphics engine of Dark Saviour, They 
claim this direct -to-machine program- 
ming method allows hundreds of thou- 
sands of polygon tiles to be displayed 
at once, and permits the player to 
/□dm in and out whilst retaining 
detail. There is also a limited leeway to 
rotale the screen, which is handy 
when Garian moves behind objects as 
you can manipulate the camera to find 
him. There is a small amount of glitch- 
Ing when a very wide perspective is 
taken in complex screens, and similar- 
ly some unavoidable slowdown. 
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I've been anncipai jflK 

ing Dark Saviour £S*Jto -'jfl 

for a year now BF-^ JH 

ond n fives up io wJ^p 
mosl expectations. ^w-fij?^ 
The* es dearly a con* ~ ( - ~ 
ol Saturn owners li U J 
who warn games 
wiih plois. chjracrcrs and inven 
live localions exactly the kind 
ol experience served up by 
Climax. The Saium is used dra 
maiicafly to creaie impressive 
interiors and menacing monslerv 
The scnpi is ohen bizarre and 
hilarious, as well as shrewd. 
Made lor ihe Japanese market 
iis a bu too easy m places for 
European tastes, negating all ihe 
work that has gone into those 
scenes, bui rhe Parallel Plot sys- 
tem which gives the game 
immense replay value, is quite 
inspired. I'm not rorally con 
vinced by the banle sysrem. 
wlvrh replaces skirmishes wnh 
Ids of litiie monsters during the 
platform mode, with set piece 
encouniers w.ih characiers ir 
makes lors c\ areas seem empty 
and lifeless. Bur rhis alone 
wouldm stop me from getting 
the excelleni Dark Saviour. 
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One thing Dark J AJM 
Saviour isn'i short ^n^pE^k 

on is lon^ f j 

ness and writing r 
ihislm just irch STEVE 
■ng to gei back 

10 n! Rossibly the 

hesr thing is thai its dilfereni. 

11 s refreshing to see a game ihat 
deals with some 'grown up 
issues like ethics, albeit m a 

si ea m pu nk fa masy t ype set ting. 
The live dilfeiew plots, or paral 
leK see you reiuming to altered 
locations each time *ou play the 
fame which adds a huge slice of 
longevity. Climax has also created 
a game rhar looks disnncnve. 
The roving Hyperion perspective 
is also handy because H means 
you can see objects and level lay 
out ihar would otherwise be hid 
den in a regular isomemc view. 
Hopefully ihe success of Dark 
Saviour will spur an even greater 
release of Japanese RP&'v in this 
counrry and convince Saturn 
owners that Sega rs def muely 
commuted to producing qualny 
lilies. 



Haz .. .A woman spy 
Vfati did you cone here (or' 
To m*l our BiUniun? 
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COMMAND 




LAST ONE STANDING WINS 





If 54efroi Int All nqfaj* ic^ryri. 4§M& Virgin iifterwli™ I nit 
emarti m Softr Computer tfftefii|itfi.*iil^ftfcA wa SATU 
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Here at MEAN MACHINES, we seem to get 
software houses' new visions of the future 
every week* And look, here's another one. 

5a, does Turin*! Bi conform with the long established cliches of the Sci Fi 
shoot/ envup genre? let's run through the check list scrawled on the control 
console of our hi-tech tandskimmer attack craft thingy. A dystopian Blade 
Runner-esque landscape? Check Mad dictator bent on world domination? 
Check. One man up against an entire army? Check. A heavily armoured 
hovering death platform t? C heck Overuse of rhetorical questions? Check 




WIPED OUT 



I he craft you pilot in Tunnel Bi appears to be related to the anti- 
gravity ships from Wipeout in that if hovers, it's heavily armed 
and ifs damned manoeuvrable. By using a combination of the 
brake and accelerator, you can pull off power slides that enable 
you to circle your enemies, and so avoid taking hits. Thk trkk 
also comes In handy when hurtling down narrow twisting tunnels 
at breakneck speeds. 
But never fearl Your craft 
is fitted with some kind 
of hrtech shock 
absorbers (wouldn't you 
just know It) that mean 
Sfnackmg into walls at 
200 mph causes no dam 
age. And with our driving 
techniques trie's deN 
nitety a godsend. 
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LOCK AND LOAD 



Players begin the game armed only with a measly machine gun but there are ample opportunities 
to upgrade your arsenal throughout Tunnel Bi* There are two groups of weapons; primary and 
econdary. On the primary side, there an? machine gun which can be powered up to become dou- 
ble or triple barrelled beasts, and there are 
also rackets and missiles which can be 
boosted to activate twin firing and heat- 
seeking capabilities. Then there are the 
lasers, which can be upgraded to a twin 
beam Neon laser monster that causes dou- 
ble the usual damage! Your secondary 
weapons are composed of flares and mines, 
flares distract enemies" heat-seeking mis- 
siles, while mines are useful far blowing up 
door* and cofitamers. These devices can 
also be thrown forwards like grenades. 
Players can also collect smarl bombs that 
out death to all but the strongest 
rsaries. 





MISSION CONTROL 



As explosions rock the screen it's often easy to 
forget mission priorities. The craft's handy on- 
board CPU presents you with primary and sec- 
ondary objective* at the ttart of each level The 
pffmacy objectives have to be achieved to exit 
the stage, while the secondary targets are usu- 
ally weapon upgrades that are use- 
ful but not essential. As well as 
these mission directives there are 
also optional objectives that are not 
detailed by your CPU, During the 
course of any particular level, these 
objectives may actually change, and 
your overblown trip-computer will 
kindly update you if this Is the case. 
I wonder if It talks tike an old Austin 
estro? Boot Lid. Open. Crackle, 



GENERATION X 



The majority of levels in Tunnel Bi have tight 
time limits that force you to reach certain 
checkpoints before heavy blast doors tiam 
irrevocably closed. Sometimes you'll also 
find sealed doors on your way to the check- 
point, if these can't be blown up with mines, 
it s tikety that they will be held closed by a 
colour coded generator located elsewhere in 
the level Go and blow up the generator, and 

I the relevant doors wilt open for a limited 
period Of time whilst the generator is under 
repair. 
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CHERNOBYL FALLOUT 

Aside from the regular encodes, 
such as automated guns, mortar 
cannon* and laser turrets, there are 
i otfier more subtle hazards in Tunnel 
Bi. The shield energy you collect is 
radioactive, and it must be picked 
up within a few seconds of destroy- 
i container, or else It'll explode, showering harmful 
energy ewer a small area. Destroying a generator has a sim- 
ilar efted* only the radiation gradually spreads throughout 
the tunnels from the source of the explosion. So you'd bet- 
ter move quickly If you don't want your teeth loosened, 
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GRAPHICS 



WHICH IS BEST? 




In short, it 
looks great. 
The Tendered iniro is cool. I he ID 
engine is fay smooth and deiailed 
although the lighting is a bii ambi 
nous lor the Saturn. The 
only derracior is rhai j 
ihe viewpoint rs a bir 
clove to the ground. 



SOUND f 
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burring mih 
tary style 

Tunes that set the mood adequate 
ly_ A bit of ihc old icthno! techno! 
Technol mtght have been bener 
ihough. There are 
some realistic 
weapon effects bur 
the speech is a h rile 
unenrbusiflbiic 



Tunnel Bi first appeared on PlaySi .Uion earlier this year and was the first game io 
emerge from new German coders Neon. Since then they have taken time to tweak a 
optimise the game engine For the Saturn version and, as far as we can tell, it runs a 
slightly faster than the PlayStation version. Unfortunately, the transparency effects in 

the PlayStation game haven't fared so well. 
Although they now have That familiar + net cur- 
tain' appearance, they still flare convincingly as 
you pass them* The Saturn 
version also has a whole 
new level so on balance it 
would appear that the 
, machine *ias for 

a conversion 
the original! 
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PLAYABILITY 



After 

you've 

reconfigured the awkward delault 
control v Tunnel plays like a cross 
berween Doom and Wipeout The 
enemies are mainly 
static, so inmal excite i 
menr fades pretry 
quickly. 
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INSTABILITY 



The lack 
of acnon 
in the earlier levels is off pumng. 
and unfonunaifly the only real ren 
sion is generated by sinci Time hm 
r', [iTI take a while to 
complete ihough. if 
you can be borne red. 
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overa 

A re«h nually accomplished bias 
rarhftii thaf's both frustrating and 
a bn dull ai ^ mt^^m 
fhe same W~ 



af t worse 
game 1 ! mhj 
could |" nil 
your J(n»as 
cash b*it., 




Ir s noi very often . ^ 

that single formal ML^S) A 
magazines take a KuEQT H 

wand and staie ir\* (^B 
mat a version of a ^w"/^/ 

game ii actually ber 

Iff on a rival MRTT 

machine- Alas such 
is The case wuh Tunnel BI. 
Air hough Neon are To be com 
mended for artemptmg to push 
the Solum s graphical capabilities 
jusi that Inrle bn further the lack 
of those all imporiani PfayStanon 
transparencies and lighting 
elfeas really do lei this version 
of the game down. Unlike Sieve 
I feel the Sarurn^. scrappy visuals 
seriously af feci the gameplay as 
us ofien difficult eo speed 
around each siage without won 
dermg if the game is actually fin 
ished or nor. If you can ignore 
ns obvious flaws i hough There s 
still a competent shoot em up to 
be found beneath Tunnel Bfs 
patchwork quilt exterior 
Movement is smoorh and glirch 
free although players will find 
their craft oversTeering at (he 
rnosr inopportune moments. 
Likewise you of ren feel like 
you re sitting too lar down in the 
vehicle and it's surprising that 
there's no way to elevjre your 
guns io knock out airborne ene 
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Tunnel Bl cen.imh J |« 
looks lantastic. ^K^Cffk 
Whili? rhf liphr ^KHBdHl 

mg effects are ^TC^fa t 

nor quite as \BL V 

impressive as m the ^^Kr 
PlayStation game. STEVE 
ihe overall effect h 
similar. Ir also plays well like a 
combinanon of Wipeoui and a 
lirsr person perspective sh&ot em 
up. However, once you ve got over 
the general spiff mess of the 
graphics, you begin to realise that 
the gameplay isn't all all thai 
involving. The first ihree levels are 
supposedly 'training', ro ease you 
into the game, but noi a lot hap 
pens in them and ihn can be off 
putting il you re expecting fast 
paced shooi em up acuon from 
start to finish. Then again things 
don t get much berter laier on 
either, since the majority ol your 
adversaries are stationary and so 
you can just sit rhere blading at 
rhem before scooting off to ihe 
ne*r target. The time limits add a 
kind of imperus. buT n s a pretty 
artificial way of forcing you to go 
lasier. As it is. Neon have shown 
rhey are the business on rhe tech 
nical side, now they just need io 
come with some lasier. more 
intense gameplay for the 
inevitable Tunnel B?. and iheyll 
have a real corker on rheir hands. 
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Take three explosive Hollywood films, a 
development company known for its top 
quality movie license conversion and add a 
body count somewhere in the thousands* 
The result? Die Hard Trilogy! 

It's surprising that no one has attempted to cor vert any If not all or 
the Die Hard movies until Probe were handed the task Last year, 
AS a fledging company Fox InteracMve has some of the most 
powerful entertainment licenses at Its disposal, By combin- 
ing their high profile products with a proven developer 
such as Probe the results were bound to be nothing 
less than spectacular. Although not featuring Bruce 
Willis' likeness and voice, Die Hard Trilogy still 
manages to delivers plenty of bang for your buck. 
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Sticking closely to 
the events in the 
first movie, Die 
Hard sees New 
York cop, Detective 
|ohn McOane, lak- 
'■ngnrui whole bar- 
rel load of Eurotrash terrorists who have 
seized control of the high-tech Nakatomi 
Plaia, The villains (fronted by confirmed psy- 
cho Hans GrUber) plan to steal millions of 
dollars worth of negotiable bonds stored in 
the building's maximum security vault. Of 



VIEW TO A KILL 



Die Hard's third person perspective pro- 
vides players with the optimum angle with 
which to explore their 3D environment. 
Walls smoothly dissolve as McClane passes 
by R his eerie x-ray-type vision enabling 
locked roornb to be given the once over 
before entering, and your view is hardly 
ever obscured by annoying scenery. 
However t players only interact with a small 
fraction of the scenery. Although there are 
some cool graphical touches to be found, 
Such as blowing up the cars in the garage 
thereby activating the sprinkler system, 
you still can't riddle office walls with bullet 
holes, destroy computer terminals or ge re- 



course they've reckoned without the sudden 
appearance of McClane whose gung-ho 
antics cause more than a few headaches. 
Players must swiftly guide McClane through 
24 challenging polygqnised levels, picking 
off bad guys with pinpoint accuracy, dodging 
hostile fire and rescuing terrified hostages. 
Once a certain amount of terrorists have 
been dispatched a bomb is armed some- 
where within the section and must be deacti- 
vated to progress. Free enough hostages and 
players are whisked off to the rooftop bonus 
stage. 



NOW l HAVE A MACHINE GUN f 

Initially only armed with a standard police-issue ) 5 shot 
auinmatie pistol, McClane can boost his arsenal by locat- 
ing weapon crates scattered Ihroughoul each section or by 
claiming extra firepower and demolition devices from fall- 
en enemies. 





PfSTOi 

Standard police-issue 15- 
shot automatic. Met lane's 
default weapon. 
Automatically reloads after 
the clip has been emptied. 



Find your bad guys, lob a 
grenade into 'em then roil 
out of harm's way. The 
impressive explosion will 
lake out the terrorists. 





erally redecorate the place with lead. These 
gripes aside, as a stand-alone title, this 
section of Die Hard Trilogy would have 
been worth the price of admission alone 
but better is to come. 



T/4* CAS CMNADi ASMUlTXiflt 

Evil cans that emit a chok A light but deadly military 

ing cloud of green gas. grade weapon which fires 

Incapacitates tough guys in high-power 7.62mm bul 

t he su r rou nd i ng area . lets . 





M&O MACHiNf CUN 

The king of weapons. The 
M60 is a ideal for mowing 
down groups of terrorists. 



WPS $VB MAtHtNt CUN 

The MP5 is a small hand- 
held weapon thai fires 
9mm ammunition. 
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DIE HARD 2: DIB HARDER 



I DON'T LIKE TO LOSE 

As in Die Hard, McClane may also pick up the 12 Gauge 
shotgun and MPs. The i^shot pistol is carried as stan- 
dard and used when oiher weapons haw been used- 



nifi 
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MI6 JSS^UiTfftfJ/ 

A few well -placed bursts 
with the M167 is enough to 
send any terrorist scurrying 
for cower. Fires over 100 
rounds per second. 




Certain 'Secret Routes' are 
available in each section. 
Some of which allow extra 
weapons such as the explo- 
sive rockets to be collected. 




FRAG GRENADf 

Not as lethal as the RPG 



Usually available by 



Flying by air is supposed to be the safest form 
of I ravel. OF course who ever said that obvious- 
ly never met lohn McClane! The second Trilogy 
title switches iiilo high gear with a firsl person 
Vinua i Lipsivleshoot-'em-up. This time poor 
Brueie finds himself tackling even more lucky 
terrorist lypes al a snow-covered Dulles Airport, 
II seems the sneaky swines have concocted a 
devilish plan to liberdie a notorious South 
American drug lord travelling lo I he US to stand 
trial. Only visinng the airport to meet his wife, 
McClane is called upon lo do his hero bit once 
more. Now tan the same crap happen to the 
sam e guy twice? 

It would probably haw been an easy cop out 
for Probe to give players a sub-standard, on- 
the -rails, shoot 'em up but what we're treated 
lo instead is far superior. Interaction is every- 
thing in Die Harder and players are given free 
reign to damage everything cm-screen. Blow up 
the harmless taxis in the car park, take out 
those annoyingly tacky gift shops in the airport 
lobby and leave innocent civilians wishing 
they'd (ravelled by coach instead. In fact each 
level can take so much punishment lhal players 
can leave a once pristine area decimated. 



TERRORIST DEMANDS 




ftor ket but its Shockwave is shooting the Coke 



still powerful enough to 
lake out tightly packed 
groups of terrorists. Used 
as a last resort. 



machines scattered 
throughout Ihe airport ter 
minal. Extra health is vital 
for McClane'S survival. 




The game moves you through each level, stopping at certain terrorist-filled 
points. Die Harder is a little more forgiving than many games of this genre as 
the player's view actually extends beyond the screen's 
pre-defined borders giving the impression that you are 
actua% controlling more of (he action themselves. 
Comedic elements abound, from hapless tourists get- 
ting caught in crossfires to terrorists being reduced to charred skeletons. 
McClane'5 unconvincing cries of ''Sorry pair add further black humour, though 
they are heard a little too often, The variety and chaotic pace far outweigh any 
weaknesses in this section that might stem from repetition 
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Keep an eye out for crates 
in each section. Some of 
these contain the all-heal- 
ing, life-saving Firsl Aid kiL 



Simitar En effect to the bul- 
let-proof vest. This device 
repels enemy fire for a few 
seconds but will wear off. 




LOOK OUt 




LET ME DRIVE! 



The thrill of hurtling through a busy intersection, ram- 
mrng cars oyt of the way, mowing down citizens and 
just making it to 3 bomb in time is almost indescrib- 
able. NYC itself is a hoot but wait until you switch to 
the in-car view and begin plowing through Central 
Park! Blood splatters the windscreen before the 
wipers do their job and restore visibility. Brilliant stuff. 
Each of the vehicles, accessed by stopping off in a 
nearby parking lot, ha^es realistically and even poor 
drivers will be taking tyre-screaming 90* tum$ P 
Navigating is made simple thanks to an on-screen indicator arrow that shows where the 
next bomb is .ocated. One major element that's missing from this section of the game is a 
possible two player mode F using both characters from this section. Still it has to be said 
that Probe have ended the whole pack- 
age with an explosive finale worthy of 
;his classic action series. 
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After eKren^ely ... ^ 

playing ihe A i Affj JB 

PljvSuhGn vi, Bjffjr 

Sion I was wor W*^5? 
ned ihai rhe / \s 

Saturn would ^XJ**^ 
receive 3 watered j|| 
down version ol Die 
Hard Trilogy, I should have had 
more confidence m those Probe 
perfectionist*. As 3 collection of 
ihiee distinct vei highly pljyjble 
games this ntle manages to cap 
lure rhe look and feel ol rhe Die 
Hard movies wirh frightening 
ease. The loss of vanoui, PSX 
transparencies and a rougher 
visual look are ihe only real 
shone omings and once you're in 
ihe ihick of ihe action you'll be 
100 busy to nonce anv minor 
imperlections- Rersonallv I'd rjte 
Die Hard Wirh A Vengeance as 
my particular favourrfe secfion. 
Wirh Die Hard Trilogy under its 
hell. Fox Interactive will delmite 
l>- he THE soltwjre company ro 
waich our for in 97. 



Although 
slightly 

rough in some scenes the speed 
of Ihe game Find attention to 
detail more than make up for any 
visual shortcomings. 
Realistic explosions 1 
and impact effects. 
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SOUND 



Although the 
game doesn't 
actually use the movie Trilogy's 
score ot Bruce Willis" voice, the 
atmosphere is still spot -on. 
Compelling tunes 
back-up the action 
perfectly 




PLAYABILITV t 



_ 






ment 



I agree wirh Mat? ^ w 
thjr ihe Die Hard: rfJj^L 

Vengeance sec IB"" 1 jIlSB 

lion is rhe besi \fc^rHJr 
part of Die Hard ^-La^^ 

Tn logy. The game G II 5 
play idea is one ot 
the most enif naming I've seen 
in some rime, and rhe el j bora 
tions ol rhe later levels will lead 
you back ro ihr* segment again 
and again. The of her two parts 
are fine in lerrm ol graphics and 
overall appeal although ihe 
Dulles Airpori section looks quire 
ropey in comparison ro Virtua 
Cop 2. Probe have obviously nor 
seen multiple scenario games as 
□n f j-^y option, and there's no 
sense of being shon changed 
with any one section. Humorous, 
well poted. consisrenrly irnprev 
sr*e on the technical wde, this is 
one of rhe years best. 



Play Oie 
Harder 

with the Virtua Gun and youll 
never look at Virtua Cop the same 
way again. The final section is 
totally responsive. 
You don't need to be 
a brilliant driver to 
master this level. 



INSTABILITY 
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As the 
difficulty 

level is pitched just right, each sec 
lion should take you a while lo 
successfully complete. There's def- 
initely plenty of replay 
value and the back- 
up feal u re makes 
OHT less frustrating. 



ove 
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A fantastic conversion of three 
cool action movies, Apart horn 
that miss- 
ing Willis 
presence 

Die Hard 
Trilogy Is a 
highly pol- 
ished pack- 
age, 
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Game Name 


NBA Join Extreme 


Publish 


Rocloim 




bat Strle 


Basketball 




L Hkplj^ m PljjEU 


Cutril 




Bjckpnii 


aft Acclaim's ptrtiiftk- 
d MBA )vm hcfnse. 






It's a proven fact that if yau break 
down all Saturn releases by genre, 
then 95% of them will be basket 
ball games. Or at least that's how 
it seems to us. 



This Is about the time of year when the annual sports game 
updates get wheeled out once again. Since just about every 
software company and their auntie have had a crack at a basket- 
ball game at one time or another, we get buried under a verita- 
ble mountain of the things. And so with each new NBA license. It 
becomes harder and harder to write an original and /or funny 
introductory paragraph. Still, at least these titles give us an 
excuse to print classic over-the-top catchphrases and cllched 
statements such as "floom-Shafca-Lakar 




APPLE JELLY 





ORANGE MARMALADE 

As If over the top hoop action wasn't enough. NBA |am 
Extreme also contains a big heads mode which give 
players top- heavy craniums. This mode is handy fur 
picking cuil your player in ;he CPU mflee Other hi/Jirre 
features can be accessed by entering secret codes. 
Another quirk, which seems to occur ran- 
domly, is having iho ball replaced with ^SfcK. 
what looks like a pink wedge of cheese. K 
Stranger things have happened. Maybe. jpP * 




As the first 32 bit update of the 
series, NBA Jam Extreme features 
courts and players made of 
polygons, rat her than the side- 
scrolling sprites of old. Players 
have even been motion cap- 
tured to ensure they dunk 
properly. Askje from this next 
gen gloss, all the familiar NBA 
Jam zaniness is intact. A Turbo 
button gives your player an extra burst of 
speed and causes flames to erupt from his trainers as he runs. 
There's also a new Extreme button that lets players pull off even 
more outlandish moves. 



-Oft Taf Hfrfl3-C0*f TOO 
Om W fltlTTH'NC fC4 TVf- 
• «.L US* . CIITH - " 

r*| &CJTTOH ro 

OUT **& GET 
tCmCSSISH O f fl LOGSf" 
t»U TFJU £*H *L«J U«- * 
THi* TftrCK TO !*Tl*Ct*T ^ ~ 

dJ iCLY, IT VOU* ^ f 
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TRAFFIC JAM 

Score three baskets in a row, and you'll 
run faster, jump higher and score more 
dunks. NBA lam Extreme also features 
a new mode 
^^^^^ called 
\ 'Srnokin* 
f[ jUpr There jre two 
types of 
Smokin's; Offensive 
and Defensive; both activated by 
' scoring or blocking three baskets 
ft k in a row respectively. An Offensive 
Smokin" gives much the 
same tfk'iK ,is the 
W^^KfL original 'On Fire', bul a 
I ^p^ 7 " Defensive Smokin' 
enables players to 
block shots and steal the 
ball much more easily. 





LOGANBERRY PRESERVE 

There are loads ol real life NBA reams available with 29 squadb from 
the Eastern and Western leagues. Games 
lake the farm of two -on -two marches, and AlV 1 
each team has a squad of six to choose 
from, By pressing pass and shoo) together, ' 
you can force the CPU player into action, bui 
you can'1 mow them directly. On rhe team ^±tj* 
select screen, (here's also a hidden leam h []['*] r 

helpfully id en lilted hy a row oF questions I lt« * •_ 

marks. Whether it eontaina such celebrities 
as Bill Clinton, like the original (am games, remains to be seen 




TOMATO CHUTNEY 



The commentary in NBA Jam Extreme also deserves a 
mention, If only for sheer hilarity, as the disembodied 
voit e speaks in a very dry monotone. Consequently 
*hen a player is about lo achieve a SmoWn\ he Intones 
"I smell smoke" with almost no emotion. His "Boom- 
Shaka-Laka" is pretty awesome loo. 
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GRAPHICS 



I The courts 
^are derailed 
and (he whole rhe game is well 
presenred. Special effect*, like ihe 
Turbo luilf and smoke don't rxacl 
ly look fantastic. More 
atrennon ro derail 
would have been 
appreciated. 
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SOUND 



comme 

If pel that Sreves. k 

missed the point HjfjQT 
here. The whole W^F J^B 
idr.i behind NBA \m 
J.jiii Extreme is 

th#r its supposed ro MATT 
be ovei rhe rop and 
ouirageous The series has only 
ever been a mad. and even 
slightly cartoon* approximanon 
of the spon so the fact thai ir 
doesnt offer rhe scope ot a sen 
ous sim like EAs NBA Live 
doesn't mjner one iota. All the 
moves are so stupendously over 
the mp that you can'r possibly 
rake rhe game seriously and so 
the only recourse is to have a 
damn good time playing 11 
instead, NBA Jam Exireme aho 
olfers a rrue next-gen updare. 
whereas the previous NBA Jam: 
TE conversion looked 0 bn our 
of place on the Saturn. Its all 
rhe odd special modes rhar really 
add rhp King ro me cake. Alrer 
gM wlicre cbc can you play as 
big headed giant? No one likes 
serious basketball in this country 
anyway, of all rhe titles available, 
ihis one has rhe most selling 
potential. 



ment 



The usual naH 
music bur 1 he 
in game effects are good. You gei 
trainers squeaking, the audience 
yelling and chanting and so on. The 
commemaror speaks 
m a brilliant dry 
monotone rhe best 
parr of the game. 



NBA Jam ExIm- mi J AJB 
isn 1 too bad .iEf^JI 
hough it does ^HjHHfl 
suffer from rhe 
same two on two 
lack ol acrson as it's 
Negadnve srabl f ST E VI 
rnare. NBA 

Hanglime. However ir does at 
least updare the Jam lorniula by 
using polygons to const rucr the 
court and players. Having said 
thai, rhe players in their normal 
store appcjT 10 be a bit out of 
proportion with rhe court. Bui 
play in the freaky big heads 
mode and it doesn't matter so 
much. There are also an abun 
dance of orher hilarious extra 
learures in Jam Extreme such as 
rhp ball turning into bricks and 
pink triangle rhmgs, Bui to be 
quite honest so what? With only 
four players on coun at once, 
games basically consist of reams 
raking turns ro score. The courts 
and backgrounds look okay, but 

th* pliers art 4 bit itr^ppy, 

Credits due to the fantastically 
droll commentary but other than 
1 hat Jam Extreme is a bit of a 
turkey- alter a week you II be led 
up with IF. 



4 PAYABILITY 




As with 
orher bas 
kerball games. Jam Exireme is easy 
ro pick up but 11 seem at times thar 
rhe players aren't responding ro your 
commands. With only 
four players on court, 
games can also be a 
bit too stmplfttK. 



INSTABILITY 
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The stm 
P«e 

game play doesnt encourage long 
term play. Big head mode is good 
for a laugh rhough. The best rest of 
lasiahilny is whprher 
you actually like bas 
kerball. If you don t 
you won t be buying ir 




eroll 



Nor barf it ill. but it vou tt not 

nto the Iter aiy single then J 
niflri 1 ri 

ou* sun likr- ^^^^^^^^^^^ 

mm M * 

more up ■ill 




The Bat is back and he's battier than 
ever! Forget last years dismal Megadrive 
oil ring, the boys from Iguana 
Entertainment have just completed a 
caped crusader coin op conversion. 

You may have already played Batman Forever: The Arcade Game but 
chances are, due to limited distribution, you won't yet have had the chance 
to test out Acclaim's bone-crunching bruiser. Following the bask plot of the 
most successful Bat-outing to date, players take on the twin roies of the 
Dark Knight Detective and Robin, the 
Boy Wonder, as they roam the streets of 
Gotham City in search of Two-Face. The 
Giddier and a horde uF heinous hench- 
men. These vile villains have concocted 
a scheme to control the minds of every 
innocent citizen with a device that saps 
brain waves. Time is running out and 
only the combined might of the Dynamic 
Duo can stop their nefarious plans! 





mm. 



E GAME* 
I «l * f 




MEN IN TIGHTS 

Although players may choose to battle through 
eacn increasingly testing slage as eiMiei Batman 
□* Rubin, there's definitely mere fun tribe had in 
the two jjJrtyermude.-Hf re both players may select 
the same character (y*% yoti tnn both be the 
Caped if usader if you tike) or simply recreate the 
movie's classic action scenes by tea mi rig-up borti 
old pointy IhmcJ *sncl th.it annoying brat in tignts. 
1 Female Saturn fawn- 
ers in particular, will 
no doubl have l heir 
• wishes finally fulfilled 
■ .1$ (hey now have the 

' O p port un i(y ploy 
t kt i with Chris O 1 Donne 1 1- 




STREET FIGHTERS 

Similar in style to Sega's classic Streets of Rage series. Batman 
Forever requires players to move through horizontally scrolling lev- 
els* batLJing j variety of thugi and bizarre villains. Fortunately our 
heroes? are made of (uu?h Shift ^nd capable gf tdkmspnH the tr, 
with punches, kicks and multi-hit combination rows. These 
^ambo^ are ve#y Similar to those iftmost b<. «jl-\ j rrwj|j« and ft sue 
cessful string of farU wilt seriously drain anopponenr's energy 
meter. Defeat an enemy and a Power Up icon is left behind 
enabling players to boost their abilities. Once fully powered -up. 
Batman and Robin can pull off some amazing combos. 




Ta 



TOOLS OF THE TRADE 

Although both Batman and Robin are (rained to the peak of 
physical perfection even macho superheroes need a helping 
hand from time to time. To cope with certain situations* the 
Dynamic Duo both wear fully equipped utMity belts containing 
all manner of useful gadgets. These devices are also scat 
lered throughout each staff, s-omelimes in plain sight* some 
times hidden in crates #rnd barrels. Once coUnfTed these icons 
may also be power* d-up. For example,, at powtf level i, the 
Batarang travels Tn b straight line. At level a p it becomes a 
glowing, homing Batarang. At level 3, the Batarang morphs 
into a sat and sticks Id Ms enemy. 




TASER 



BAT- BO LAS 



GRAPPLE 



STUN BOMBS 




BAT CALL 





Apjn from Strew M&KL 
of Rage Tv* 

never V^HBI 

a "ihmg lor these V JD^p ^ 
side scrolling N^^fc^/ 
beai em ups, in fail 
J don 1 know why STEVE 
Ma<T has given 

Barman Forever a reasonable 
mark. As 1 far as t can see its a 
bit of a Travesty. Maybe M S |usr 
my eyes playing up bui the 
graphics are lernble: the nwi 
charatiers are bloc ky as rhey 
come (oward^ the icreen. en* 
mirs and backgrounds are unin 
spired and The speoal effects are 
dire. Finishing the flame m 0 In 
ile under two hours J was pracn 
colly bored 10 icars j% rhere* 
Mjidiv any vjnanon Throughout 
each level Shi I. Baiman Forever 
does one rliing very well. Ii lives 
up ro the old adage ihaf movie 
licenses are rubbish'. A hii o\ a 
bov blunder rbis. methmkv 



EkANiijii Forever: u. W 

The Arcade tame ■ 
w i ejtat : 

landmark 3? bn ^^^F j^B 

rule, its worth 
remembering that 
nol every nail MATT 
decenr Saiurn game 
has been porrod over Irom a 
Model ? orcade board, in fact 
rhe com op version ot Batman 
Forever */as developed using 
Sega s ST V I or Titan I hardware 
which was also utilised 10 pro 
duce Golden Axe: The Duel and 
Baku 8a ku Animal. The results 
are certainty up to Iguana 
Enrerrainrnenr s previous stan 
dards bui rhar's noi necessarily a 
good ihing. The mam hurdle in 
Sairnan Forever s desperate 
downward dash is the fact thai 
side scrolling bear em ups |usi 
aren' popular ai rne momenr. 
Final Fifihr and Sireers ol Raec 
have long since been superseded 
by ?D and ID heat em ups and 
rhe movie license use It is hardly 
a hoi property I why wasn t ihis 
released wfien Batman Fotcvct 

became a sell thru video? I. Jf 

you can I get enough of ihis sryle 
of game then BFTAk will keep 
you bu%y lor a few hours but 
you re beilpr nfl w ruling lor 
Batman A Robin rn '97 
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GRAPHICS 




Sprites suffer 
. some 

reduction in sue due to a lack ot 
iniernal Saturn RAM. There"* 
noticeable slowdown when 
m till 1 pic opponents 
appear on screen. 
Visual effecrs are 
hardly impressive. 
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SOUND 



Why wasn r 
the movies 
original film score used instead ol 
i his AOR rubbish? Weapon and spe 
ual move el feels are effecrive 
enough bui There 
should have been 
more digitised 
speech 
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PAYABILITY 



Streets of 
Rage lans 
will instantly get 10 gnps with ihe 
games inruiiive consols but new 
comers may be confused by me 
sheer (haonc on 
sneon acrion. 




INSTABILITY 



Although 
the 

games difficulty setiing will prove re 
be a tough enough challenge once 
you've completed each srage rheres 
little incentive to play 
Through rhem again. 



56 



As an arcade conversion Barman 
forever n fairly +aurjif hui as a 
uuressiul S*njrn Nile it falls fUt 
(iff, ^^^^ 

Lei's hoijf 
Salman and I 

Rubin ii J " 11 

1111 



Gin* Name 
Publisher 
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MHL'97 
J flectr onn Rr 
Gut Now E44 ?9 

Sports 

Joypod 

Slarlrd life di ffl HocfctJ 



Good old EA! You can always rely on them 
to polish of f the old classics, give them a 
bit of a dust, and churn them out again to 
earn even more cash! Next up on that ever 
growing list is NHL '97. 



You all know the score by now. EA swears Wind that this is going to be the 
finest example yet of Its renowned ice hockey series. Punters walk Into games 
shops around the country, in a Paul McKenna type trance, pkk It up from the 
rack and buy tt. Upon taking it home and Loading It up N they sit there playing 
for hours until they actually realise that It was all a bis con, and they've gone 
and bought EXACTLY the same game as it's previous sequel, only with a different 

name! Talk about led up the garden path. However, maybe we're being a little harsh here, because this NHL Is a consider- 
able step forward when compared to other titles in this frosty field. It actually manager to combine flash graphics with awe- 
some playabilltyl Sounds good to us! 




EXACTLY HOW BASY? 

ce hockey garner lend to fall flat in a couple of areas: 
the computer controlled keepers can be tar too 
tough !a huj' and there are usu..slly Iu.kIsoI dull, 
bore draws results. So here v a handy illlle lip that 
will get you goals almost 99% of the time! Skale 
along the side of the rink and when you reach ihe 
goal Line, cut in towards the "keeper Move just in 
front of him so that he can't get the putk T and slot it 
in the far corner with trie goalie stranded, i-o to 
Mon-tre-al! 



> thrti 1 innm 



13S K»zl«uU > 



Assist 1 f edftf on 



HANDBAGS AT DAWN 



We all love a scrap now ,ind then. Which is why there was 
some confusion as to why EA took the punch-ups out of 
NHLRA Hockey on the Megadrive all those years back. 
Thankfully, EA has seen the light (or a sharp left-hander 
headed their way!) and put them back in. HUZZAH! 



r 
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CtTALIFt! 



NHL can be one of those games 
you pipy for ten minutes before, 
or one thai completely Lakes over 
your life. You have the choice or 
playing the complete NHL sea- 
son, stretching through 82 
games! You can simulate match- 
es, meaning it pops up a score for 
you, save tie time of attempting 
every match, and give you a 
chance to get out a little more. 






[•Jllltt 



With all the hype v 
surrounding the A.-^ ^ 
frankly dtsjp f ^*1T 
pointing FIFA ^p^^ j^B 
97. EA slip this N»/>^ 
and John Madden 
97 m the back M flTJ 
doori NHL manages 
10 combine vome nice graphic 
rouches. with ihe wme irusir 
playabiiity that made the orhers 
so add it rive. The sounds are as 
good as a realistic ice hotkey 
game could be. with rhe cheesy 
announcer and crappy organ 
music Ferhops The besi thing 
however, is that it's instantly 
playable and you U be picking up 
ihe llashy moves in no time. Vet 
another top NHL game Irom EA! 



mm 



Whilst Ive always A . ^ 
been really naif j 1 ^mM^^\ 
Kf skating 1 was HHBp' M 

quite partial r. W Jf% 
bn of Megadrive ^^Bk 
ho< key c ou rtesy ol ^^1^ 
EAs NHL series So STEVE 
I m pleased to say 
ihai NHL 97 H as good as rhe 
16 bit games at their peak. 
From ihe completely over ihe rop 
intro ro the weH prevented set up 
screens ihe game I eels like quite 
a bu of lime has been lavished 
on it. There are as you would 
expect Irom a Sorurn sports 
game truck loads of camera 
angles 10 choose from although 

Uimc lib a thja lAdtmat firr^ ira 



GRAPHICS 



scores 



NHL doesn r 
iry to be loo 
flash in rhe graphical department 
but docs (he job really well. Some 
nice a I rental 1 ve views to ihe yran 
dard one on olfer. 
Impressive mrro 
sequence 



SOUND I 
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You can'r real 
ly do 100 

much wirh regards to sound m this 
sort of game. A lew cheers some 
organ muSK and an announcer. Big 
deal Still, el fee is add 
to the realism of the 
game. 
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PLAYABIUTY J 



The 

strongest 

element ol the game, The dilficuliy 
rs pitched |usl about right, and for 
once scoring goals ism a problem. 
Drue you re hooked, 
you wont be able to 
pur it down. 
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INSTABILITY 



try piOty 
mg ihe 

lull season and see how long rhar 
takes you to complete] The huge 
rrtulti pbyer elemenl also gives this 
smarr s.poris Sim an 
increased lifespan. 



1 



overall 

NHL 9/ has goi the tlastit EA 
p|jtahiht) and nunj^rs ru mc*r 
por-iit 
enough of 
ihr fljvhy 

modem 

touches r.i 
warrant 
piirtha^r 
lop Sflffl! 




PCfl '97 
Electro nic Ar ts 
December ISPB £44.99 
Coif Sim 

I. Mr 1 H PlJirera 
Joypod 

Thr latest in c lon-g line of 
Eft fifing sims. 



GOLF GTI 

The loading times for PGA '97 
are a little on the slow side. 
After careful consideration, we 
decided that the appalling IujhJ- 
ing was actually an essential 
feature of the game as it repre- 
sented the time it lakes lo walk 
between each hole. There's 
another delay if you want to 
change the viewing angle, and 
there's also a long pause 
between taking your shot and 
the player's animation. Why? 



Golf games are probably the only Saturn 
titles your Dad can get his head round. So 
you'll be pleased to know that he now has 
another excuse for kicking you off that 
new fangled Gameboy thing 1 , 

But then maybe you'd prefer him to be playing a round of simulated golf when 
the relatives pop-in for Christmas, instead of lying, party-hatted and comatose 

on the settee as usual. After Saturn 
owners sampled the delights of 
Gremlin's Actua Golf earlier this year, 
Electronic Arts is responding with an 
update of Its own classic spading 
sim, So don those plus fours, hire an 
underpaid student as your caddy, 
jump in a golf cart and join us as we 
po. ke a rou nd be h I nd the bu shes and 
see what makes PGA Tour '97 tick 





m } 



clubhouse* 



-v 



all IB stroke play 
1 TPC at Sawgrass 
as zoellar ^ 
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□ id you know th# VW Golf 
pkk-up yt#d to be callad th* 
Caddy. Top humour th#r* VW, 



A GOOD WALK SPOILED 



PGA '97 offers players a stag- 
ger ing two courses on which to 
do be-Pringled battle. Both are 
accurate representations of real 
V American courses, one is 
W Spyglass HiLL, California, the other 
* is the snappily named TK at 

Sawgrass, Florida. Oddly enough both 
of these courses are next to a beach. We 
reckon that's because the programmers fancied a 
quick holiday on the sly. There's no word on whether 
additional course discs will be made available, but 
we reckon it's a good idea as the same 36 holes just 
■mil going to last you very long. However, you'll 
still have to be a good golfer to crack each course, 




tijrquin *jt 1-7) 

to ™r * ri 



tarquift qt 

la pin W4 yd* 14 ft 




POTATO SKINS 

There are numerous ways you can 
play golf in PCA '97 as there are 
plenty of gameplay modes to 
keep you occupied through long 
Winter nights. After you've fin- 
ished practising, you can choose 
between a regular its hole game, 
a Tournament, with up to four 
pJayers, and the Skins game. 
We're not quite sure why it's 
called the Skins game, although 
Matt insists it's an American word 
for a wager, but it generally 
involves being god -tike at golf. 
You see there's a kitty of 
$540,000 for each course, so 
each hole is worth SjOkOOG, and 
T you're the first player to sink 
the ball on a hole then you walk 
with all the cash, 



5*H 
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TARQUIN GERBILTHROTTLER 



Some of those American chaps have awfully 
funny names don't they? Denied a proper 
career due to mutated monickers, they've all 
turned to goir instead. So while playing PGA 
*e>7 + you can expect to compete against such 
second rate celebrities as Chip Beck or the 
immortal Fuzzy Zdeller. There are sixteen real 
digitised golfers to play as or against, as well 
as eight amateurs that you can customise 
and label with silly names. And hey, you can 
even type in Hide names if you want! 











5pytjlass Hill 
front y strokes 


tiute 
par 
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tap 
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loading 
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Well PUk GolF was J Am 
ctFuml^ rh* only ^k^P^M 
game my Dad I ^jj^fel 

could handle on vJBBu 
ilw Mpgjdnw bur I \^B^^^ / 
doubi e*en hr d hj-r ^^^S-^^ 
rhe palience required rjrt|r 
ro play "his uodatf. M t Vt 
The one ilnug r oull 
nor*e straigM away over ihe shoddy 
graphics or l«k ol courses, is |usr hem 
tan£ everything rakes \a l-qgiJ. You 
e*e n ha*e 10 *jir \i j*hj warn ro 
change ihe vkw ilighily. and rhe pau^e 
between laking your itoi and rhe on 
^cr«n poller bruiting hu siiill is 
□H arguable. El >*Ouldm b* oul>rf SO 
bad d P&A 9 7 looked like rhe besi 
rhin^ since skrd bread bur quHe 
rrjnkhr ir doesnr hold a tandlr ra 
A^ua &qH. There 1 norhing in ihe way 
ol Ifybn or even reverse armlet when 
you i£»kc vour iho1 jnd wuh |u ;.r iwq 
courses available rhe only liability 
vou II ger our of rbis is wamn£ lor rhe 
damn »hin$ 10 load hs nw M il [ 
r*en like goll. tKJi ]d preter a qmtk 
round over 41 ftptkham KunKipal than 
ro be *ub|f-rfed 1 n rrm 



CO 



As 1 he undisputed * W 

leader m ihe world A . ^^£5 9k 
of soir^^re sponi KW^Nf*' J ^H 

■aims Electrons Arts ^Kicf' 

has had something vAw / ^ ▼ 
of a grange nrne in ^^5^^/ 
96. There have been 
many up* and downs H HI 
wirh in* quality ol 
rdej-:i . ranging \tom ihe extellefn 
Hadderv 9 7 10 the h*ss rhan impressive- 
Road Rash, The much delayed PGA 
Tour 97 could ha*e been j rcrurn m 
lorrn for EA but compared 10 ihe likes 
of Gremlin s Arm a bolt ihis game 
unlodunjrrly fairer^ on rhe l&tnt&r. 
The atrua! gam* me<rkinin js wh ate 
sound enough -i.u 0 lack vjned 
courses poor rjresenianon and. as Srev* 
has monjgrd 10 mention in almoir 
every paragraph some rrulv dire load 
tng nmes The result » an unpolished 
iirke thai will probably only really 
appeal 10 die hard lans of ihe sporf. 
PGA Tour 97 fairs ro cloture rNe look 
leel and anirude of us p^nr (lones 
leading you 10 wonder whether £A has 
simply kisi rhe ploi of il ihe rask of 
producing an pnrprrainmg >? bit goH 
itig Sim wj^ juvl bryono 1 rheir abi liries. 
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GRAPHICS J 



The digitised 
courses 

don't actually look too hot, so it's 
a mystery why each scene takeb 
so long Co load. The options 
screens are the best 
looking part of PGA 
*97- 



SOUND I 




The ambient 
sound efTects 
are a bit annoying and the com' 
mentary. whilst comprehensive, i$ 
voiced by a rather smarmy individ- 
ual. Nice easy listening tunes on 
the title screen 
IhuugtL 
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PLAYABILITY 



The 
actual 

mechanics of raking your shot are 
the same as they've been for years, 
but the game seems a little slow to 
respond at times. The 
heinously long load- . 
ing times will drive 
you up [he wall. 
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INSTABILITY 



Only two 
courses 

means there's not a lot to see but 
then reaf golf isn*t exactly that var- 
ied either. StiLL with the lengthy 
loading times atone 
you'll be playing this 
for ages out of 
necessity, 




ra 



Something has gone seriously 
wrong here p as EA's ooce great 
PGA Tour If mmm^^^^^ 

naff and ■ ■ 

to toad 1 ■■I 
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Retro gaming has become a heavi 
ly overloaded bandwagon just 
recently. Few old games pass the 
acid test of long term 
player interest 
So why is 
Tempest any M 
better? 




Tempest was rat initial- 
ly a huge hit when first 
launched In 1982- By that ^ 
time, under the weight of 
competition, few games 
were making It Into the fore- 
front of public consciousness, and 
Atari's Tempest would soon go Into a peri- 
od of spectacular decline, The game was, If anything, a llttte too 
abstract and intense for casual players, with nothing to relate to 
apart from sparse 3D geometry. It must have found a fan in Jeff 
Minter, who was a committed hippy beginning to make a name for 
himself with games for Commodore computers. When Atari made 
it's next serious attempt at a home console, some twelve years 
later, Jeff had the pick of their coin<op heritage from which to pro- 
duce a flagship remake. He chose Tempest. 



FRIED VDU 

There arc four ways to die in Tempest: shot; fried; spiked;, 
caught The cause of death depends on the enemy culprit. 
However, some of these threats are easier to avoid than others... 




vv 
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Shot 

Several enemies fire energy up 
the web. Happily, most of that 
can be neutralised by a burst of 
your particle laser. The later ene- 
mies, like the horned demon, 
employ heavier weaponry. 

Fried 

This death will afttici you Liter in 
Ihe game. Some creatures fry on 
touch, but the nasliest propo- 
nenl of Ihis method is the link? 
pick, which charges Us segment 
of the web. 

Spiheri 

Ihese traps only come into play 
as the player speeds along the 
web in Ihe process of warping to 
.1 new level, collision with Ihem 
is fatal and forces the player to 
replay that web. 

Caught 

The fate that awaits the player 
when i| collides with the com- 
monest enemy, red bows, These 
will flip along the tap side of Ihe 
web, attempting to drag the 
claw into the darkness. 



www 





The basis of Tempest is the web. The player is at 
one end of its length, as it stretches Into darkness. 
The web is made from sectors, which are twisted 
into dozens of different shapes, and the player's 
claw rides one sector at a time. The enemies also 
ride one sector, advancing from the distance. The 
tactic of choice is to elimi- 
nate them before they 
reach the near end p where 
they are infinitely more 
dangerous. If they do, all 
Is not lost. Skilful play, or 
the effects of one of a few 
special devices can save 
the day. Once an exact 
tally of enemies has been 
dealt with, the player 
then warps to the next 
enemy-packed web. 




TRIP I 




Power- up coiLs surge u2 
the web from the 
remains of dead ene- 
mies, and these add 
powers to the claw 
cumulatively if grabbed. 
The ultimate reward for 
each web Is a token to 
the bonus round. Three tokens warps you to one of 
three tranquil zones, for a challenging, non-violent sub game. 
The first Is a drift through the ether, with the aim of passing 
through a series of Spinning rings- The second Is a journey along 
a channel pafed with dots of light. The third is just as weird and 
for you to discover. The added bonus is a warp past several of 
the proceeding webs. 



i*A* •"•■ comment 



FRHCE ELEFTIEN 




All of Tempest 2000's distinctive graphic effects are included. The 
title screen warps and spins in watery, pulsing fashion, the webs 
glow with a spectrum of gouraud shading and pyrotechnic mes 
sages explode out or the screen. As with the Jaguar game, play- 
t r s will be blow away by the visual elegance of Tempest 2000. 
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Who would hove thought thot the Saturn would 
f*c*iv# a perfect copy of a Jaguar game? 




Temped 2000 jflK -W 
gam*' play ar m ■tViji J JH 

moy dripped ^^ ^gy 

denned by a rilC 
genius and us come fa U * 
back orche^rr^r 
ed by the uncompromising guru 
t>1 gjmeplay. Jeff Minipr. I lo^e 
it. but wdHit as completely 
blown way as I seem 10 
remember wnh rhe Aran Jaguar 
vemon, There v nothing mi wing 
from the conversion apan from 
a couple ot speech elfect^ iti 
|usi that (he package, however, 
timeless looks quii? 1 1 mired 
agamy the sumptuous eye candy 
flooding onio rhe market. 
Dc^pnf (hH Tempesi 2000 to ihe 
quirwttvemial arcade game, wirh 
an almost religious puruy and 
intensity 



com m 



Interplay has to ^ 
be commended » 
for its latesi HfQf M 
choice in So rum {^9 
vofiware. After 
lasi monrh \ poor 
showing, ihe dis MATT 
hnctry wifly Casper. 
I was keeping my fingers crossed 
hoping Tempest ?GO0 would be 
everything its coin op and Jaguar 
brerhren were. Sulfite 10 wy I 
wasnl disappointed. Spiralling 
kaleidoscopic webs, insane 
weaponry, manic enemies and 
sremingly acid induced specta! 
ef leers fuel what deserves ro be 
a massive Salurn hit. Unlike 
orher current rerro ntles players 
need noi feel embarrassed buy 
ing rhis for rheir machines- Both 
Tempest ?000s v^ual appeal 
and adrenalin pumping action 
are more than enough to keep 
boih young gamers and sea 
soned wet* busy for ages. 
Wirhout s doubt a true blast 
ff om the pawl 
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GRAPHICS 



Simple 1 , 
though it 
would nol work any other way, 
The effect of Ihe minimalist vector 
landscape and stylish abstract 
sprites is In make 
lemppsl an oriw- 
wordly experience. 
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SOUND 



Techno hefirs 
the subject 
mailer* but the tracks here haven't 
moved nn from Mini it's 19% r rr 
olions. The effects are stark, bul 
some of the speech 
samples are inexplic- 
ably absent. 
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PAYABILITY I 



concept couldn't be simpler. 
SI range trance -I ike stales occur 
with extended playing, bul the dif 
firully curve over 99 
webs is a lit tie sleep 
on this version. 
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INSTABILITY 



Tricky U 
assess 

Ihe long lerm appeal. It's easy to 
return to Tempest for stimuli ling 
sessions, despite the repetitive 
nature of thr gome* 
pl.iy. No one is going 
lo do those gg levels. 
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overall 

I his if I flawr |;inif thjr show 
no *ign uf jpj due. m no vmjll 

finr ronver f 
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Are we really to believe that Alien pilots, 
skilful enough to negotiate four light year's 
Cat least) worth of space debris, arrive in 
the Earth s atmosphere and balls up their 
mission by crash landing? 

According to Area 51. yes, This is the litest cash-in on the current Roswell 
Incident/ Independence Day obsession with a now- not-so secret US military base 
in the Nevada Desert, apparently the arrival lounge for extra-terrestrials landing 
on Earth. In this particular incident* a downed craft is taken to Area 51 at some 
ungodly hour of the morning, and by breakfast time contact lias been lost and a 
full-stale infiltration is underway. 

The Pentagon sends in STAflR, a paramilitary 'bug- hunting* unit whose ill-fitting blue uniforms 
make them look like tyre-fitters, but who are basically Earth's last line of defence against an ET 
invasion force. Their mission is to spearhead their way to Area si's last resort weapon — a 
nuclear detonator which will annihilate the invaders before they gain a foothold. 





LOGIC PATHS 



In common with most targe h shooters, Area 51 is 
constructed from a number of scenes, with the play- 
er taking a predetermined patl through the land- 
scape. In 
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contrast to 
Virtua Cop*s poly- 
gon visuals. Area 51 uses pre-rendered CG (Computer 
Graphics). The same rendering, in fact, as the arcade 
version. The enemies are layered over ihis as sprites, so 
they can be removed when shot. The drawbacks are 
that the game is the same every time, and Tantalus have 
obviously been unable to run the pre rendered footage 
across the Full screen size with the Saturn's CD speed. 
They've tried to disguise a significant border with a 
tasteful fence arrangement. It doesn't really have an 
impact on the gameplay. but reminds this reviewer of 
playing Game Boy games. 



CD 




SKc;um: this area. 



Area 51 happens as short bursts of intense action In each area of the base, with 
a brief summary of level performance bc^orr penetrating deeper. Here's we go! 



PERIMETER 

The periphery of alien 
activity is a gentle intro- 
duction, for some reason 
a helicopter attacks you — 
these aliens must have 
versatile aviation skills. 



HANGER 

Simply make it across the 
floor of the hanger, using 
service vehicles where nee* 
essary. Climb a ladder \o the 
office level, where aliens 
use cover more effectively* 




ADMINISTRATION 
BLOCK 

Situation tightening as alien 
scum confront you on every 
corner A new breed of 
close-up alien marines begin 
Stalking you. 



BASE 

The amount of hi-tech 
equipment in this area 
provides perfect cover for 
the invaders, and make it 
harder to pick out individ- 
ual targets. 



TARMAC 

Not so tough in terms of 
alien opposition, bur a 
high speed point-grab- 
bing test of reflexes 
before you take a ride on 
a passing chopper. 




TKS1 



Throtahout your raid, you have to consider your 
felUMBHR team. They trust you not to shoot 
mem in w butt when they cross your path, 
inSH^^ofTen difficult to distinguish in the heat 
oF baffle. 



HOKD'Y PARTNER 




There's a dual play 
option for Virtua 
Gun or controller, 
and full calibration 
Facilities, The cow- 
boy option is a 
neal extra, A 
allowing a sin- » 
gte player to M 
use two guns m 
at once! I 



KRONN HUNTERS 

(f you deliberately hit three troopers early on, 
while avoiding the aliens* a special cheat mode is 
activated* turning you into a Kronn Hunter (an 
alien, basically). The screen turns green, but Ihe 
game remains Ihe 

same. But n&w tar it j 

■ 

the glo£$th you m 

how dangeroJTs J. 
thev are. W 



HUNCH OK 
RANKERS 



*1 I 



Stripes will be pint 


Ted to you wilh respect to 


your performance. 


One way to rack up seri- 


ous points is to go for a 'streak \ These count 








the number 






■ 


of consecu- 








tive targets 






w 


hit without 








missing a 






m 


shot. Big 






m 


streaks 








make it to 

_ i_ i _i_ 






me mgn-score 
table. 












From \ he Internet jk^H 

it would seem *M 

Amenta rhc JH 

home of gaming \* 
bad taste. « ^Q ^J^ W 
creaming use It over 
rhis release, It G U S 

escapes me. as this 
was one ol the most pedeitnan 
arcade games lor rhe last few 
years lechnically and contem 
wive. The job Tantalus have 
made of it is not rhar bad apan 
from the screen borders which 
really encroach on rhe acnon. 
You |usr cant expect to recreaic 
rendered fooiage at arcade qual 
iry on a Saturn, and mosi ol the 
time it leeb like you're interact 
ing with a glonlied FMV miro. 
Nor rhar ihe acnon ts dire. Ms 
immediare entertainment, bur 
superficial and sborr lived. There 
are |usr loo many other AAA 
tirles out ihere for ihiS to be 
worth ihe candle. 



I think this X Files f ' " 
I Uf I led crjvi itg Mp&h 
all ihings ^H^BmB 
paranormal I, A* 
and/or alien y 
related may have ^^HL*^ 
gone a nirle roc CTFVF 
far. il Area ^t is » IC¥C 
anything io go by. tr supports ihe 
Virtua Gun, which r. good but 
it's also not much cop. which is 
bad. I think rhe mam problem 
here il the severe dodgmess of 
the enemy sprites. The pre ren 
dered com op backgrounds are 
nicely done although the plav 
window j bit on ihe small 
side, but rhe bad guys are umn 
spired, badly animated sprites 
that goosesrep jerkily across the 
screen The sound is a bit rough 
too. with effects ihai will have 
you reaching for ihe mute but 
ion on vour TV wirlun nurtures. 
Okay so Area 51 ism a complete 
bucket of otfal t rhe arcade 
game was okay), bur ns hardly 
a •.Mining example of the Saturn s 
power either. Quite Irankty you d 
be mad if you boughi rhis 
msread ol Viriua Cop 2. 



scores 



GRAPHICS 



If you're the 
kind ot per 
son who rhmks FMV mlros are 
never long enough, here's a decern 
half an hour of whizz bangs and 
shghrry grainy ef leers. 
Okay alien sprues, i 
though. 
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SOUND 



When you ere 
ate a gun 
game there are rwo sounds io ger 
right shois and screams. Area 5 1 
does p retry we If on born counts, ihe 
other spoi ef leers an. 
dynamic and ihe 
mustc ts at least 
unobtrusive. 
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PLAYABILITY 



li ^ not 
hard ro 

cnioy j session on Area 51 bui as 
the format and course ol the game 
is meviiably the same every time, it 
rapidly begins to lose 
your attention. There 
isnr the depth ol 
Virtua Cop ?. 



INSTABILITY 
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lailing 

the game ssn t rhjr long To com pen 
sate, the challenge is lough, but deja 
vu is one I actor that hurts Area SI 
in rhe home which has 
no bearing on the i 
arcade game. 
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overall 



lepiable. Bui its a 
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review 





iber 



flctivisi&n 
ece mher U? 



Strolegy/Rction 

Lmkliif ? ^ Hajiri U 
J&'vpod 



An ori^incl 'futu'espflrl' 
concept gome 




Cast your mind back to your formative 
years. Remember Tag? Well now imagine it 
with bombs, spikes, traps and a ID rota! 
ing arena. That'll be Blast Chamber then. 

The concept behind Activlslon's new sports game is players having possession 
of a glowing sphere, which Is a bft like being 'It", except that In Blast Chamber 
being 'If Is actually a good thing, Unlike Tag. each player has a bomb strapped 
to their back While this would liven up the old playground game, it wouldn't do 
too much for parent/teacher relations. Anyway, the bombs strapped to the 
players have tfmers. and when they reach zero, it's chunky salsa time. To 
avoid detonation, you place the sphere into the 'reactor that matches 
your player's colour. This adds time to your counter, but If dropped Into a 
competitor's reactor, precious seconds are dedLt!ed Ft Dm their timer. 
Of course If this was Just played on a Hat plain it would get a bit dull 
Thank heavens for those wacky 3D rotating arenas of death, then, 




WHO CARES WHO WINS? ■ 

There are two noticeably different play modes in Blast Chamber. The first is basically a 
Deathmalch, in which up to four players compete simullaneously in one arena. You h.ivr .1 
set amount of time in each chamber, and the winner is the player who was blown up th^ 
leasl number of times. To save yoursetl a rusting get the ball in vn.r ■-■.itlor several times 
or by dunking it in your opponents reactors. Draws are decided by I he lime left on your 
dock when the main limer runs out A sligM variation to this is the Eliminator setting, 
where Ihe object is to win by being the laiit man alive. The aclfon is spiced up by |he intro* 
riii rt inn of spikes* large holes in the ground and elevated reactors, 




[ SPIN DRYER . 




ON YOUR TOD, 





The other mode is the Solo Survivor, and pits just one 
player against an increasingly taxing series of arenas 
where the common goal is lo get the ball into the reactor 
in order to escape. This section also introduces new haz- 
ards in the form of moving and collapsing platforms, spring 
pads and plasma clouds that cause instant detonation on 
contact. There are forty Survivor arenas, and to record your 

progress saves or passwords are available. But so it doesn't geL too easy; you are only 
given a password every Five levels or so. Perform especially welt, however, and an extra life 
will be rewarded r 




Taking advantage of the cube-like nature of each arena, conspicuous green arrows are lit- 
tered about the walls which, when pressed, rotate the entire chamber through ninety 
degrees. As the floor turns into a wall, any players not prepared for this shift tumble to 
the new ground level, dropping the ball if they have possession, Often your reactor will 

initially be on the ceiling, and to rack up 
extra seconds you're going to need to 
get it round to the floor. In the one 
player survivor game, rotating the 
arena forms the basis for many a 

fiendish puzzle. Spinning the 
chamber is one of two 
ways you can wrest pos- 
session of the ball 
from your oppo^ 
nents, the other way 
is giving them a 
good old fashioned 
shove. Who said Tag 
wasn't violent? 





Hmm... [ wasn't ^ jftJV t 

Bio* Chamber fo flUK? 

begin with, W;n ir W ft^ 

a good game? ^^BL*^ 
JntonunjrHv lor 
Aamuon. 1 he ST E V E 
answer 10 rhis que* 
non has to be answered in the 
negative. You see it's me sluggish 
gamrpUy thai rraJh lets (he 
game down: as your minuscule 
badly jnrmated character slum 
b*es around rhe arena, you don 1 
always get an insiani response 10 
your commands. Add fo rhar ihe 
fact rhar us often drfkult 10 
make our how lar inio rhe arena 
you are and you get a game as 
equally frustrating as 11 is point 
less. The desKgn of some ol the 
Survrwr level* is mgrnious bur 
on ihe whole I m under 
whelmed. 



For a game thar JH[ „W 

rehes on a sine 4 jfSTyfe 
Time lamit. and a B^^jH 

limnetl playing W*if jj^H 

area precision ^ik£Sr 
control is a vtial /* 1 1 c 
pre requeue- And w U 3 
ir's the lack of ihai 
qualify ol control ihar leads ro 
Blasr Chambers cold reception. 
Your player srumbles around, 
making rhe bairle for rhe crysiaf 
an ugly mrtle. As a sofo game I 
don 1 think it really works ar all. 
as you fusi find yourself sranng 
al lour wails wiih some minor 
embellishments as you progress. 
There is ihe germ ol an idea in 
rhe mulri player game and 11 
does approach being somerhmg 
of a gnn when the f u 1 1 comple 
ment ol players are involved but 
irs likely you would wanr 10 skip 
the more complex chambers in 
this mode, as the features tend 
fo gel m rhe way of ihe aenon. 
Whars Irfi is basic basic basic. 



scores 



GRAPHICS 



The cham 
_ bers look 
okay, bur ihe player sprues are nny 
and badly animated. The explosion 
d f ccts are more like coloured misr. 
but on ihe whole the 
game has a passable 
industrial Iff! ro H 
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SOUND 



Nondescript 
ambient 
music tinkers away m the back 
ground. The rotating ef leer is good 
but mosJ ol ihe oiher ef leers are of 
suspeci quahry. 
tspec ially rhe jump 
elfeci rhai sounds like 

Ho n if r Simpson Dnh 1 
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PLAYABILITY 



The mom 
lerdown 

is rhai your man can be a bit slug 
gish ro respond ro your commands 
which is a pain when precision leaps 
are required, hs also 
mcky fo judge how 
far in to the screen 
you are ar limes. 



INSTABILITY 
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Well 

there rs a 
four player mode knii I cam see 
1,11.1 ol vou hunched around rhe 
screen staring al nny jerky charat 
lers for 100 long Blast 
Chamber rs loo weird 
10 have ihe long term 
appeal of a conven 
nonal spons game. 
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overall 



Blast Chamber rsn r the most fan- 
lasnc concept ever devised, and its 
been poorly ^^^^^^^^^^^^ 

implement- 

sp rues, M W 

gameplay ■ m 

cofnTDtai 



Simi Nimi 
Efeimi Styj 



tarn 



mn Hanqhmr 
iH0 

Strotf qy/ flf tion 



This if thr jatf%l qnmr 11* 
l lie Wi Mm lie NAM rum 'r*rtf\ 



It would seem that the M egad rive owning 
world just can r get enough of these pesky 
basketball games. Why look* here s another 
one to help satisfy their insatiable hoop lust. 

It must cause some major headaches for the programmers though . You can Just 
picture them sitting round their boardroom table with their pizza and their Diet 
Coke saying. "Hmm, I wonder how we can make our new basketball game differ- 
ent, so that 'the kids' will want to splash out another forty quid on It?", Saddled 
wfth the low power of the Mepdrhn, the program mars of NBA Hangtlme obviously couldn't take 
the Saturn route of using polygons and FMV. so Instead the/Ve decided to Just go mad and put sheep's heads and stuff In ItJ 





Bourns ha ka la ka! What do*l toot 
mean exactly? Anyway, the whllft 
t*om ar« about to icon. 




NBA Hangtime is a sequel of sorts to the classic 
NBA |am, to It features the same whacked -out 
crailness- of the arcade original. Score three bas- 
kets In a row with the same player and hi It 
declared "on fire\ which means that he* batof 
and Is more likely to score. A handy srnofce trail 
notifies you o**on Fire" Status, which lasts until 
the other te#m scores. New features In 
Hangtime* that offer a progression over lam. 
include Double Dunks and Alley-Oops. The 
Double Dunk is (he most spectacular of tf># two; 
It invokes going for a dunk, then passing the ball to your equally high flying team mate at the last sec- 
ond. The Atley-Oop is a tittle more down to earth, and is performed by passing the ball to your team- 
mate as he tries for a Super Dunk, Pull off three of these special moves In a row and you achieve team 
lire, which meant that both of your piayers are On fire. 



Jhm red player makes a break fa* 
Kfitn ai ttve green guy* Ipg H Up I 
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if FVT HAVF 




# 

Wit t 
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HULA HOO 



Hangtime continues the NBA Jam tradition 

of having just two on -two games. While 
this makes for a dearer court and allows 
for larger, more detailed players, It does 
mean that games often fallow a pattern of 
t*am one storing, team two scoxmg, learn 
one scaring, etc, However, having ju it four 
tall gents on court means that it fs possi- 
ble to have four human players* eadi con- 
trolling one hoop-meister. This proves So 
be a right laugh, as you can Double Dunk 
your opponents into submission 






We conduced tests with Phil 
and a trampeHna* and w# ha^e 
dlicov«r«d that jumping this 
high |uft ain't ponlbl*. Scandal! 4 




FREAKY BEASTIES 



scores 



Urge, well 
animated 
players run around derailed courts 
ol which there are d liferent designs 
lor each team. The game is alio 
well presented, wirh 
decern phoros of all 
the players, 



■ own 



ted up with Pipped and Jordan? Well then crea^ v j i 
players. Unlike Eteconk Arts' NBA Live '97. Han gt I me 
allows you to §» ttrratly over the top and give your hand- 
crafted du*fcexs freakish features. Fancy using a sheep's 
head? Or hawing a player that looks like Macau lay Culkin? Or 
a girl? Y04* go: it. Each character creation 
then argued a unique P«N number 
which can be entered at the team 
select screen so that you can play a* 
your dog- headed alter ego. Now if 
that isn*t#cary I don't know what 
is, You can also set certain attribut- 
es, like how welt youi player takes 
three point shots and whether the 
Turbo gauge is hidden from view. 




SOUND 
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Hangnme has 
a loi ol 

speech, mostly ol surprisingly good 
quality. You also get trainers squtak 
mg on rhe wooden courts andjo 
fonh. The music is. as 
ever excruciatingly 
cheesy. 
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PAYABILITY 



Easy ro 
get into. 

bur youll need ro put in some prac 
nee to perfect ihe special moves 
Because you cant have proper 
games, the a<non may 
be too simplistic for 
someone e*pecrmg 
an accurate 
umulanon. 



LASTABILITY 
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I've had it up to 
here (gestures! 
wiih baskerball 
games so ir was 
with ejfrreme 
apathy rhar I 
approached NBA 
Hangtime. 
Surprisingly 11 was 
nr as dull as I was expecting. The 
player sprite* are surprisingly 
large and well animated for a 
Hegadrrve game and ihe nurso 
create a character options add a 
bit of ongirulnyand exciremenr. 
In fact some ol the abnormal 
heads you can selecr verge on the 
freakish: a chicken headed 
Michael Jordan anyone? Then you 
realise that its jusr two on two 
action, and mosr games seem ro 
involve the teams simply taking 
iums ro score. However coming 
from the NBA Jam people there 
are a lor of zany features like the 
Double Dunks, hidden characters 
and sruff and thanklully NBA 
Hangrime manage* to sweep rhe 
floor with ir s 1 6 bit opposition. 




mode and porcnrial for character 
creation hilanry count 10 Hangtimes 
favour but ihe iparve on court 
acnon and simplistic 
gjrneplay mean* it 
won 1 be glued in your 
Megadnve for long 
periods of nme. 

overall 

Hinglime is the \n - \ iuskribjll 

game we've seen lor 4 while, [? 
pnm 4n § 
genuine 
.1 prl j rr qver 
NBA Jam 
TE. bur the 
two on two 
jffion isn'r 
pcr1r.ii. 
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highly unltkd 
Ft^hier ? of t 
1 1(4 worsi 


v id kneik ViruiJ 
h pedrstal- Possibly 


U> brat 

>m up on 

; although 
Toshtnifen 1 
^ on the 




12 


way. 

Whoopee. 
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Wow! It's another 12 bit beat em up, it's 30 and it's 
completely awful. So just why are is Sega 
getting its hands dirty with this second rate 
import title? We want answers! 

On paper, it Least Tosh I rider URA sounds like i fighting game forts 
Idea of heaven. Texture-mapped 3& characters, jq-fps action, 
completely over-the-top special moves p hidden fighters and the fact 
that the whole game runs In the Saturn's high resolution mode should 
be enough to guarantee a healthy score at best, Unfortunately,, as with 
Its predecessor, To&hlnden LIRA ts incredibly slow 
and unresponsive, two factors vital to the success 
of any half decent beat-'em-up, with a line-up of 
unimaginative characters, dismal moves and glitch 
i n g graphics. Wfth the likes of Virtu* Fighter a. 
Fighting Vipers and Street fighter Alpha 2 dorn 
Enatlng this market. IF* hard to $#* lust why 
Sega would be Interested In distributing 
such a lame title. Maybe their Tafcara 
pats have a few future surprise 
releases up their sleeves and Sega 
donl want to rock the beet by 
telling them to steer clear of 
shallow beat-'em-ups? 




A 




% e 



4Lt 




METER MADE 

Similar lo the Super Meters in 5 FA 2, Toshinden 
URA employs an Overdrive Gauge allowing players 
to unleash devastating energy-sapping 
moves As fighters initiate attacks this 
bar begins to fill up. Once fully powered 
up, players are then required to perform 
a ridiculously complicated Joypad/buL- 
ton combination to activate their char- 
acters spectacular Finishing move. 




comment 



No no no make u ^ 
sropt Toshinden MB 
was fairly mipres wSm^B ~'fl 
sive rwo yean I^F-* JBj 

dgo when the 12 wf^, ,«H 
bit con Mies were ^^fip? 
launched, bul Today 
1 r |ust doesn't art G If 5 
mustard. If jny 
rhmg. Toshmden URA looks 
worse rhan the previous versions 
with bloc amateurish missile 
attacks, dull backgrounds and 
untoiwinnng animanon. There 
are a handful ol hidden charac 
ters and plenty of OTT special 
moves, out quite frankly who 
gives a toss? Takara 1 .in pack 11 
exrra I earn res until ihe cows 
come home but with naif, umn 
spired gameplay like this M 
makes nor one iota of differ 
ence. 1 tremble wiih anticipanon 
at the prospect of Toshinden 1. 



Blimey Sega how * 
did ihis one -dtp a 
through rhe net? 

Do ihe words H^9l ^| 
"cjualiry control " \yf 
mean anything 10 
you ? Seriously ATT 
though, Toshmden M HT 
URA should never 
have been given ihe FAL conver 
si on treatment so unlortunately It 
now has lo suiter the full MEAN 
MACHINES wrath. I'll make n 
short and sweet: glaringly C)DV> 
ous black borders, slow Joypad 
response, graphical glitches from 
hell and loading time*, ihat make 
vou glad you own a Megadnve. 
Ar its best Tashinden URA is a 
mediocre beat em up lacking 
any o( rhe viral features required 
10 make a fig hung game sland 
cm m an already overcrowded 
Genre- So there. 
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HERE 5 WHAT TO DO 



Looking for that hard to find cart" 
sorted. 

Trying to sell your unwanted games? 
no problemo. 

Want a pen pal who likes what you like 7 
piece of cake. 

Whether you want to buy, sell or swap, 
the MEGA MART is for you* 



for Just 11 you can have your very own advert containing up io 20 words 8 Or if you've got money to burn and have plenty to 
write, an e*tra golden nugget will buy you another 20 words - yep. £2 for 40 words' So fill in the boxes below, stick it in an 
envelope along wilh a cheque or postal order made payable to MEAN MACHINES and send to: MEAN MACHINES MEGA MART. 
PRiORY COURT, JO-32 FARRiNGDON LANE. LONDON EC1R 3AU. Please allow up to six weeks for your advert to appear. 



Kings Bounty and Phantasy 
Star II wanted will Swap for 
Mega CD 1 if swapped for 
fames + €30 also master 
system Converter wanted 
Megadnve) will swap good 
new saturn game for games 
above phone Umran All on 
(0161) 225 1671 also cash for 
games. 

Swap V Bossing. FiFA 36 
Thunderhawk 2 ft Virtua Cop * 
Gun for Bug. WWF Arcade. 
Wing Arms, Baku Baku or any- 
thing decent like Alone in the 
Dark, Phone Sundays only 
12pm -apm V C- not m original 
case but does have instruc- 
tions 0136$ 705760 

For Sale: Meg adrive, Master 
System, converter. Light 
Phaser. 3 Joypads, 2 Joysticks, 
14 games including 
Landstdlker, Streetfighter. 
EJ 1 worth 1790 sell for €225 
including registered post, if 
interested wnted to Peter, 8 
Chesterton Place. Chester 
Road, Newquay. Cornwall TR7 
2RU (V Q.C.) also with carry 
case! 

Male. 12. looking for Female 
penpal 12-14 who likes Oasis. 
Games, Rave and has a good 
sense of humour, interested 
then write to Thomas Ferrqns 
24 inchmumn Drive 
Kilmarnock Ayrshire Scotland 
KA3 2JD 

PC Engine with Game t£5, 
Neo Geo CD with 3 games 
1250 also 32Mb SWC. Call 
J Ashbee on 01934*33788 
after 6pm 

WANTED MEGA DRIVE game 
Streets of Rage 3 (01 W: 
M1779 

SEGA 3X ADD ON for 
Meg ad rive with Doom. Virtua 
Fighter, Virtua Racing. Mortal 
Kombat, Knuckles, St armors 
All boxed 165 (01706) 452317 

WANTED Fl CIRCUS for the 
Megadnve Phone : (01522) 
514635 

SEGA MEGA DRIVE ii for sale 2 
6 button controls and 10 
games worth €200 Sell for 
U20 ono Phone (0151) 727 17SS 
Lee. 



GAME GEAR AC/CAR adap- 
tors. Master Gear. 12 games 
Road Rash. Sonic Chaos 
Micro Machines Sell for 1100 
ono Call JO (01665) 243269 

SEGA SATURN Games for sale 
Theme Park Virtua Fighter 
and Clockwork Knight Sell for 
US each Phone after 7pm 
(01903) 766524 

MEGA CO AND MEGA DBiVE 7 
CD games including FiFA 
Soccer and Lethal Enforcers 
(with gun) MO games Zoo* and 
European Cfub Soccer 2 con- 
trol pads €75 ono Quick sale 
(0161) 670 6622 as* for 
Patrick Junior. 

MEG ADR I VE AND MEGA CD two 
control pads. 21 megadnve 
games Pius 7 mega CD games 
Some import games but con- 
verters included Excellent 
condition, Games boxed with 
instructions. Cost over CI, 000 
Will sell for £450 ono Tel: 
01706 624164 

A DESPERATE PLEA FOR HELP 1 
Has anybody got Shining m the 
Darkness or Shining Force 1 
for the Mega d rive 7 Name your 
price (within reason)' Call 
Jenny on (01253) 729399 
Please < 

SEGA SATURN WITH 11 top 
games including : Virtua Cop 
plus Gun. Segti Rally, Virtua 
Fighter . Loaded, X-Men, 
Panzer Dragoon Zwei, 
Destruction Derby, Two joy- 
pads. Arcade steering WheeL 
All boxed only 1350 ono Call 
James: (0114) 2652026. 
Weekends only please 

FOR SALE SNES WITH 5 games 
Super Mario World, Starwmg. 
FiFA Soccer, Stunt Race FX, 
Donkey Kong Country 2 joy- 
pads Excellent condition 105 
ono call ; (0161) 9610926 

WANTED \ VERY OLD MEGADRlVE 
game Arcus Odyssey, will pay 
reasonable price. Phone ; 
(01556) S024G2 ask for Stuort. 

MEGADRlVE AND IX FOR SALE 
including tow pods and eight 
games (six games rated over 
90%) All games and console in 
undamaged original boxes. 
Original value €450 selling for 



€160 ono Contact Chris on 
(01327) 630376 after 6pm. 

FOR SALE 40 MEGADRlVE 
GAMES including Megalomania, 
Ahen 3 from 15. 6ft if interest- 
ed write to. 6 Chesterton 
Place. Chester Road Newquay 
Cornwall TR7 ZRU . 

MEGADRlVE 2 JOYPADS WITH IB 
games including NBA Jam. MK 
2, Some 1&2 USD Telephone 
Paul (0161) 670 6103 Very 
good condition, 

FOR SALE SEGA MEGADRlVE 
with 21 games, two joypads 
one six button Games include 
EWJ 1 fr 2 Some 1. 2. 3. Spot 
goes to Hollywood and Zero 
Tolerance Some games do not 
include Manuals Will sell for 
E200 Phone Richard on; 
(01491J 573063 

SEGA MEGADRlVE. 13 Top 
game*. 32X. 6 games. Doom, 
Mortal Kombat, Action Replay, 
3 pads boxed will split U60 
ono 01706 452317 

FOR SALE GAME GEAR With 13 
games wide screen and A C 
adaptor Only C70 Plus carry 
case Can (0161] v7904Q3 

WANTED ETERNAL Champions. 
Zero Tolerance. Sonic 6 
Knuckles and lemminghs 
Tribes fro MD pay upto (10 
each Phone Michael (01643) 
824005 

SEGA SATURN GAMES For sale, 
Sega Rally. Victory Boning. 
Both €25 or will swap either 
for Guardian Heroes (01222) 
731300 

MEG AD RIVE 2* 32X, 20 
Megadnve. 3 32X games, 
including Virtua Fighter, Racing 
and MK3. 2 joypads. 1 six pad, 
all perfect condition, all 
boxed Sell for t300 Ask for 
Mike on : (01253) 622079 after 
4pm, 

FOR SALE MASTER System and 
20 games, joy pad, joystick, 
light phaser All boxed 440. Tel 
; (012S3) A23079 ask for Mike 
after 4pm 

ANYONE OUT THERE GOT Rock 
N" Roll Racers for the 
Megadnve? Will pay good 
money. Please anyone contact 
Em on (Ol74fl) 611515 Help Me* 
ft I 






III!*! 



This months preview section was saved from 
pedestnanism by EA and Soviet Strike, which has 
(ome on a lot quicker than they thought. Plus. 
Some s dubious antics on Saturn, and more news 
on Super car the ONLY coin op that mailers. 
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SONIC TEAM 



TALES TO ASTONISH! 

So just who the heck are Travellers Tales 
and "how come Sega ha*; allowed them to 
i dm per with one of the major cultural 
icons of the decade? Well, the reason 
why Sonic Team weren't involved with 
Some }D*5 creation ran be summed up in 
one word; NiGHTS. Yep t *liji Naka and 
his talented team had lo temporarily 
hand owr their most famous creation 
whilst the mammoth NiGHTS project wdb 
heing completed. Fortunately, Travellers 
Tales were offered the chance to produce 
i heir own Sonic game under the watchful 
eye of Sega, You might think that the 
name is unfamiliar but Travellers Tales 
have already produced the likes of 
Pugg sy and the amazing movie tie-in hit, 
Toy Story, so quality and spot -on play a - 
btlity are two things they're more than 
familiar with. 




SONIC 3D 

Me gad rive owners should definitely have been celebrating a blue Chrislmas this year, Sonic 3D is 
the finest 16 bit title for many a month but Sega are also beavering away on a Saturn version of 
the game titled Sonic 3D Blast in the US. 
Hopefully this cracking post 'Christmas present should satisfy Saturn owners desperate for a speedy 
Sonic Rjl In issue 49 we reviewed the incredible Sonic 3D on the Me gad rive and were so gob-smacked 
that we gave it our immediate blessing and a not-too shabby score of 92%. The good news is that every- 
one's favourite blue spiky mammal has nipped back to the drawing board, been given a lick of paint and 
is nearly r rady to make the logical leap from 16 bit to 33 bit. Developer Travellers Tales have taken their 
successful Sonic 3D gameplay engine and added a variety of all new graphical enhancements including 
loads of background animation, clever weather effects and more visual treats. 

Sonic 3D places the heroic hedgehog within the isometric environs of Flickv's Island, consisting of six zones from the 
twisted imagination of Dr. Robotnik. The cute little birds of the isle have been turned inio Badniks and Sonic has to free 

them and Lead them tD safety. It's more of n maze than a platform game. 






SONIC: THE MOVIE 

T he Megadrive game also includes a 
FMV rendered intro sequence, 
Watching a fully animated Sonic fn 
motion is absolutely breathtaking! The 
Saturn has often been letdown in the 
past by poor quality FMV but Sega is 
now utilising a new digital compres- 
sion system giving Saturn 'mini- 
movies' a smooth and slick look. One 
major gripe levelled at the 16 bit ver- 
sion of Sonic 3D was that upon com- 
pleting the entire game, players were 
only rewarded with brier endings, 
We're informed the Saturn game 
includes rendered endings to watch, 
depending on how many Chaps 
Emeralds players manage to secure. 





BONUS BONANZA 

The most exciting aspect of Sonic 3D is the addition of new 
bonus levels programmed by the fabled Sonic Team themselves! 
Being the generous folk they are. Yuji Naka K s team agreed to pro- 
duce seven bonus stage sections for inclusion in the Saturn 
game, In these short levels players race into the screen through 
a maze of twisting, dipping tubes. Similar in appearance to the 
bonus stages in Sonic 2, these extra levels require players to col- 
lect a set number of rings whilst dodging all manner of nasty 
hazards. Your reward for negotiating each stage Is not only a 
shiny Chaos Emerald but also the opportunity to watch a 3D 
polygonised Sonic in motion. 
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SUPER PUZZLE FIGHTER 2 TURBO 



As you read this well have received our 
very own copy of Capcom's stunning 
new puzzle game but unfortunately it 
will have arrived too late for an in-depth 
review this month. Ah. such is the topsy turvy 
world of magazine publishing kids. Anyhow. 
Super Pu^rle fighter 2 Turbo looks like being 
a highly addk: .1. one L i n d two pl.iyer ^.iTe 
combining elements of such classic titles as 
Tetris and Slreet fighter, Most of you will no 
doubt have played Baku Baku Animal, 
Columns or any one of a number of block- 
based puzzle gani€$ but SPf2T i$ slightly dif- 
ferent. 






CUTE CAPCOM 

Capcorn has taken this proven puzzle concept 
and added a handful of super deformed Slreet 
Fighter and Night Warriors characters in an 
effort to gave its own version a unique and orig- 
inal slant. The selling point here is that each 
fighter has his/her own pattern of blocks that, 
when Jined up correctly, trigger animations from 
the mini characters battling away in the centre 
of the screen in fact with skill, and a bit of luck, 
players can pull off Super Finishing moves com 
plete with blue shadow trails! You can select 
from Ryu, Chun Li. Sakura, Ken, Mom gar, Lei 
Lei. Donovan and Felicia with the addition of 
two hidden fighters. Gouki (Akuma) and new- 
comer DeviloL Well have a full review of SPF2T 
in the neat Issue of MEAN MACHINES SEGA. 
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SJPERCAR 

DEVELOPER: AM2 /SEGA 

Currently being, developed by I he original AM? team behind 
both Virtua Racing and Dayton a USA, this awesome arcade 
racer utilises the same Model 3 hardware board that powers 
Virtua Fight et 3. We've Only seen still scree nshats so far but the 
actual game itself is said to he an incredibly realistic driving 
experience by those who have seen it running. Supercar is actu 
ally based on the International GT Endurance Race and so features 
real locations as well as four existing performance vehicles - the 
Ferrari F40, Maclaren Fi. Porsche 91 6T2 and the Dodge Viper. 
Skid marks on courses and angled vehicles hint at major power- 
slides and superb handling but we'll know more about this stun- 
ning coin-op*5 features when we test drive Supercar next month! 
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KRAZY IVAN 




Jfe mongst the initial crop ol Pi jy Station fames to surface 
Q when- the UK machine debuted last year was Psygnosis' 

post Cold War mechanoid shoot- 'em-up. Krazy Ivan. 
Although possibly the weakest game in the Liverpool based 
software house's line- up (hey, we're not forgetting Discworld 
you know!), Krazy Ivan did feature some Impressive visuals 

interspersed with humorous FMV cut 

scenes. However, the gameplay was a bit 
□n the easy side and players often 
rornped through KTs explosive levels in 
record lime. Saturn owners 
can finally find out what all 
the fuss was about as 
Psygnosis is currently over- 
hauling its chaotk commu- 
nisi champion in tin- 
, January release. 
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GLOBE TROTTING 

Set across five international loca- 
lions, Krazy Ivan gives players the 
opportunity to strap themselves into 
a towering, multi-ton mecha robot 
"and take on a mission to save the 
planet From hostile alien invaders. 
These space- born bad guys also 
pilot lethal armoured walking arse- 
nals and must be defeated before 
players can move onto the next 
occupied territory. According to the 
in-game FMV sequences + Ivan is 
actually a psychotic human who has 
been roped into piloting the title's 
synthetic star. Although trained and 
supervised by a Russian tech team, 
Ivan decides to go AWOLand tackle 
ET by his own rules, Thrust into a 
scrolling 3D world, Ivan needs to use 
all his piloting skills and cunning If 
the Earth is to be saved. If you're a 
fan of Core's Shellshock or even first 
person shoot 'em ups like Doom 
then Krazy Ivan should definitely be 
right up your street. Players roam 
each overrun territory tackling a 
variety of tricky scum with such pow- 
erful weapons as Plasma Cannons, 
missiles, lasers and Vortex Bombs. 
The real challenge arrives in the 
form of five fearsome ferrous foes. 






WAKU WAKU 7 



DEVELOPER: SUN SOFT 

Sun Sofl has been quiet of late. However that's all 
about to change with the release of the coin op, Waku 
Waku 7. According to our mates on C&VG t Waku Waku 
translates as *a Japanese word which describes the 
lee ling of your lieort beating ta<4 because ol excite 
menL" Er... exactly. Essentially this is a colourful beal- 
'em-up but the addition of a Waku Waku Gauge (used 
to power-up a player's attacks, activale guard breaks 
and initiate Super Mode) makes this more than your 
average fighting game. Expect massive cartoony char- 
aciers* stunning special moves and loads of laughs 
when Waku Waku 7 arrives in the UK in early '97, 
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BIRO'S EYE VIEW 

The Crow uses a combination of scrolling back 
grounds, 3D characters and dramatic camera angles 
for battle scenes. The effect is rem fni scent of both 
quick cut mov and Capcom's stunning hor- 

ror-feat Pr trademark motfc^ 

cap r -ire technology is also in tvio^Bpm&lthough 
neither the film's main star, French actor Vincent 
Perez, nor any of the. movie's actual bad guys make 
an appearance. As the movie has already flopped in 
both the UK and US, Acclaim should perhaps now 
turn its attention to timing the release of The Crow: 
City oF Angels with the video launch in early "97. 
We'll bring you a full review of The Crow very soon, 



THE CROW: 
CITY OF ANGELS 

Although the recently released movie The Crow: City of Angels failed to generate as 
large a cult audience as the original film, Acclaim is stilt putting the final touches to i 
forthcoming scrolling beat-'em-up tie- 
in. This dark sequel takes place a few years 
after the first film and focuses on another 
innocent man who has his life forever altered 
by violence and becomes the revenge-driven 
vigilante known as The Crow. The game follows 
the plat of the movie closely enough as players 
guide the gothic hero around a series of grimy, 
shadowy city streets in search of the local 
criminal element. Justice is then dispensed by 
unleashing various kicks and punches or by 
utilising weaponry scattered around each 
stage, Only be defeating all his enemies can 
The Crow rest in peace. 






SPOT 








Spot Goes to Hollywood 
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GOES TO HOLLYWOOD 

Although in development Hell 
for what seems like an eternity. 
Spot Goes to Hollywood is now 
reaching the fmai stages of its produc- 
tion and should be available to review 
any time now. Virgin's Own US in- 
house development team Burst (once 
Virgin Studios) have been busy work- 
ing on this 33 bit sequel. The results are impressive so far, kicking off 
with a lengthy movie pastiche intro that hints al film-based levels to be 
encountered later on in the game. 

COOL AID 

Spot remains firmly rooted in platform game territory although Virgin has 
opted for an isometric angle requiring players to be more cautious with 
their movements in each stage. The game requires players to coiled spots 
in each level before they're warped on to the next devious movie setting. 
fou ll Instantly recognise some of the ievels in Spot Goes to Hollywood as 
theyVe obviously been "borrowed 1 firom such classic films as Star wars p 
Jurassic Pa*k and The Terminator. Assuming the mixture of madcap plat- 
ibrm action, detailed animation and tongue in-cheek is just right Virgin 
shoutd have a big hit on its hands when Spot arrives in early '97, 
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COBRA 



DEVELOPER: KON AM I 

Kuridrni's new Cobra arcade board is already strutting its 
funky stuff inside the recently released driving game, 
GTI Club: Rally Cote D'Ajur. However, 'Cobra' is also the 
name of an as yet unfinished 3D fighting game currently 
being completed by the lapanese developer. From the 
Few screenshots we've seen the game appears to be as 
visualiy impressive as Virtua Rghler 3 and indeed 
Konami claims its new hardware easily surpasses 
Sega's Model 3 board in terms of sheer polygon output. Of course the real proof will 
sein the playtesting but so far the results are encouraging to say the least 
Cobra Performance; 1-5 million polygons/sec. 50-250 million pixels/sec. 
Resolution: 640 x 400 pixels, 144 BiEs^piaei frame buffer, 256 level alpha blending. 
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Soviet Strike 
Electronic Arts 
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With software companies rushing to release as many top Christmas titles as possible, yoirtt 
be mistaken for thinking that the Mew Year miffht be something of a barren waste I and as 
far as quality Saturn games go. Well think again, pal! Still riding high on the success of 
both Die Hard Trilogy and Madden '97. Electronic Arts is set to deliver yet another two pronged 32 bit 
attack with FIFA 97 and Soviet Strike being prepped as major first quarter Launches. As this issue 
was going to press we were fortunate enough to receive a virtually finished copy of Soviet Strike 
which we originally covered way back in issue 47 ■ 
Since then the game has been improved no end 
proving EA's commitment to both fans of the 
series and to Saturn owners in general. The fin- 
ished same should hit shops in February and 
receive a major marketing push that will include 
lowering billboard poolers and a full-scale IV 
assault. Believe us when we say that Soviet Strike 
is gonna be massivel 

HISTORY REPEATS ITSELF... 

For those Of you unfamiliar with the 16 bit 'Strike series, this 
latest incarnation basically follows the tried-and-tested For- 
mula Of Its predecessors although the leap to 3 next genera- 
tion console has obviously provided wider scope in terms of 
bolh visual appeal and gameplay. Set against a backdrop of 
political unrest within the former 
Soviet Union, the game follows a 
covert military team sent to stop 
a Communist madman attempt- 
ing to restore the nation to its for- 
mer glory. Players are required to 
tackle frve dangerous missions 
utilising the Latest in high tech 
aerial assault craft ( a customised 
Apache assault helicopter). 
Mission objectives range from 
locating missing team operatives 
to crippling enemy tortus hy 
destroying communication 
installations. Armed with heat- 
seeking rockets, Hellfire mis- 
siles and powerful Chaingun 
cannons, piloh wfil face Russian 
rebels and the c halite tsf 
bringing down the one man who^ 
could start a Third World War. 
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PRINCESS CLUB: BIG OPERATION 

DEVELOPER; ATLUS 

Diagonally scrolling action games have been a little 
thin on the ground of late. Climax has managed to 
Change all that with the fantastic Dark Savior but 
they're not the only ones to realise there's a lack of 
[his J.inosi 16 bit style t>1 go my play. Princess Club: Big 
Operation features three lively characters, Kurara* 
Kirara who battle their way through various 
[ft hnicolour stages fighting a variety of bizarre crea- 
tures and bosses that often fill the screen. Amazing 
special effects, two player mayhem and cute lunes 
make this one arcade game worth hunting down. I he 
Saturn version is out almost concurrently in Japan, so 
we shfiuld be able to brint you that next month. 
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SEARCH AND DESTROY 

Florida based developers Tjburon have now completed the lengthy 
Saturn conversion process a^d the final result* are mightily impres- 
sive indeed. As .vtth any Electronic Aits title, presentation is a 
major factor In the game with FMV : 

movie- quality intra rootage settifif Che scene for the chaos that 

soon ensues. During: each misston players are kept up-to-date wit" 
intelligence reports dfcptfy decoded from STRIKE net, the team's 
very own st ate-of- thwart information retrieval network. The in- 
game level designs in Sdviet Strike are actually constructed from topographical maps and satellite 
photographs of a real life locations with players flying their helicopters ovef amazingly realistic ter- 
rain in search of their neat target. As well as the classic 'Strike isometric playing angle. LA has added 
a few other viewpoints, such as a behind the helicopter angle, which not only gives players more 
visual options but also now enables concealed targets to be located with relative ease. 




RED OR DEAD? 

Fretting fans of I he series need not 
worry that their favourite chopper 
action game has been altered beyond 
all recognition. Indeed, Soviet Strike Looks set to 
become a worthy successor to its predecessors as it 
appears to have retained the standard of gajMplay 
that made t he orig inals legendary ik-hr iitl.es. 
Mi prince owners wu. . u jdrnil that the 'Strike 
games were rack-hard m their day and with so « 
current title s offering little lastabilty this is one game 
that should give action junkies a level of challenge 
previously unseen. Wh^thp* rhe combination ot slick 
visuals* smixsth FMV h shrapnel -shredding scions 
effer*- and 1 action will be enough * satisfy 

Saturn owners is a question we'll be answering in the 
our full Soviet Strike review neal month. 
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SEtiA and SEGA SATURN are trademark of 3aoa B Hwprt lw , Ltd, NK3HTS C S«gt Enlwprtws, Lid. 1996 
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- mi til, NEW COMBAT BACK CIKCCI'I S. 
30 VICIOUS BATTLE ABEKAS. 
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,/i 10 COMBAT VEHICLES. 



EXCELULYir IB-AX MACHINES SEIiA. i>2"„ 



Codemasters^ pure gameplay 



^fcSST mesa mm! 



